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Fight 10 mega-bosses on land, sea ai 
in real-time action-RPG battles 


Swim, climb, and battle to solve hundreds of 

action-based puzzles. 


Unlock 10 mini-games to test your skill 
and increase your stats. 


AJundra 2 © 2000 Sony Computer Encertainment Inc. Altmdra is a Trademark 
of Sony Computer Entertainment Inc, PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainment Inc, PubEshed 
and distributed by Activision, Inc, Actmsion is a registered trademark of 
Activision, Inc. The ratings icon is a trademark of the inreramve Digital 
Sofnvare Association. All rights resened. All other trademarks or trade names 
are the properties of their respective owners. 
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a close look at the 

(near) future of gaming. With the PS2 
hitting this month in Japan, we 

all the cool new possibilities that the 
platform will give us. And let me tell 
you, a lot of the ideas that we came 
up with in just a few hours are really 
cool, and are easy enough that we could 
see them appear in PS2 games very soon, 

If we could think of good ideas like this in 
such a short amount of time, just imagine 
what the pros must be cooking up! 

Of course, we've packed in a lot more ■- ? 
than just one cool feature. Did you notice a ■ 
certain ninja on the cover? Yep, Rikimaru 
is back, and we've got the exclusive . 

first look at the new Tenchu. The first 9^ 
game was a huge hit, and a favorite here ^ 

at PSM. So, if you're a big ninja fan like us, turn 

_ 


Before we get started with the issue. I'd be a big ol' 
silly-head if I didn't mention the Japanese PS2 launch. 

As ! write this, there's still a little over a 
^ month to go. However, Sony's super 
console will finally hit on March 4th, 
3^ while this issue is on the stands. 
PSM will be there in full-force to 
stand in line with our Japanese 
gaming brothers and grab our 
systems. Unfortunately 
though, because of that 
nagging thing we in the print 
business call "lead time", we 
W won't be able to tell you about it until 
W our May issue. So, don't scratch your 
f head next issue and wonder why we're 
not showing you the goods — you'll get 
'em just as soon as we can give 'em out! 

Anways, have fun reading the issue, 
and if you ordered an import PS2, enjoy! 






COULD T+HINK 


r A Will the future 
bring a scantily clad 
technobabes? Lef's keep 
jr fingers crossed! 
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, we-match" i-expiting 
games with todayd hottest 
illustrators to create the PSM cover. 

We take pride in having quality original 
artwork, to present our magazine at the 
highest possible level. 

This month PSM finally gets a 
cover from Marc Silvestri of ,1 
CyberForce and the Darkness fame. 
We've wanted to work with Marc 
since issue one! Thanks for squeezing 
us in betyveen heading Top:\lCGyv jand m 
your top secret project cohhjilg out ithis j 
summer, Look out for it, reader! 
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Imagine Media is aimed at people who have a passion. A 
passion for games. For business. For computers. Or for 
the Internet These are passions we share. 

Our goal is to feed your passion with the greatest 
magazines, Web sites, and CD-ROMs imaginable. 

We love to innovate, we love to have fun, and we 
have a cast-iron rule always to deliver spectacular edi¬ 
torial value. That means doing whatever it takes to give 
you the information you need. With any luck, we'll even 
make you smile sometimes... Thanks for joining us. 
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C-H-Ris SLfiTe 

EcMtorAn-ChM 

.Likes: Ail types of games 
Hobbies: Comics, hoops, J-Pop 
Special Ninja Skill: 

’ Ninja? No, you got me at! wrong! 
It's just reaily cold out here! 
Where are my skis? Um, that 
sword's not mine! Gotta go! 



Likes: Fighting, RPG, PS2 
Hobbies: Watching Movies 
Special Ninja Skill: 

After years of training with an 
ancient Ninja master, I have 
now perfected the ability to. 
sneak into local movie theaters. 






NOfW IYlfl55-EY 

:; Strategy Editor 

0 

P’ 

iikes: Racing, Simulations 
jHobbies: DJ-mg, Disrobing 
■Special Ninja Skill: 

:]:'ve combined breakdancing 
'with Ninjitsu to create a new 
ibtyle of fighting; however, it's 
,:'bnly effective with a fat beat. 


■RfRNOY Nelson 

News Editor 

Likes: Shooters, Racing, Platform 
Hobbies: Pro Wrestling, Comics 
Special Ninja Skill: 

Martial arts are great and all, but my 
real specialty is disguises. Well, 
actually, I've only got two at the 
. rhnoment: Devo member or Max. 


IYlf=IX -EVHRINCaHflnn 

Japan Editor 

Likes: Action, Racing. 

Hobbies: Inverse potholing. 
Special Ninja Skill; 

Since i only wear black clothes in 
the office, I am pailicularly suited 
to night staiking. Er, 1 mean, 
"stealthy pursuit". 



■BflNZffl Chi-bi-Chan 

Two Dimensionai Editor 

Likes: Every kind of game! 
Hobbies; What else is there in 
life besides videogames? 
Special Ninja Skill: 

Y'know, the ninja is old news 
here in Japan. I'm only dressing 
up like this to humor you guys. 




What he does: 

Makes sure that the 
w^ord 'totally' will never be used more 
than once in any sentence. 

Special Ninja Skill: 

My special ninja skill is celled the SBD. 
Why sneak into a room when you can 
kill with a silent, invisible gas? 

Bill's Quote of the Month: 
i "Ancient wisdom proclaims the reason 
I fans have an obnoxious odor is so that 
I the dea* may enjoy them also." 


•Bill 

□ □NDHU-E 

fvlanaging Editor 
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Art Director 


he does: 

Scrutinizes his head for the inevitable 
white hairs to spring up. 

Special Ninja Skill: 

My speciality is called "The Segal." I 
deceptively look tike a puffy, overweight 
lard a$$, then suddenly I'm there bend¬ 
ing your elbow back the wrong way. 

Bug's Quote of the Month: 

"I'm just the Art Director." 


u,. 



What he does: 

Quickly puts out 
page after page of 
fantastic layouts. 

I Special Ninja Skill: 

1 am moving my hands so fast that no 
one can see. See? Even now, I am 
moving them and you cannot see 
i them, because they are moving so fast. 
Gary's Quote of the Month: 

"Ha! ! am showing you the magic fin- 
I ger sign so fast, you do not know I am 
■ insulting you. Owl Stop hitting me!" 
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THE ADVERTISEIVIENT SCHEDULED TO APPEAR 
IN THIS PUBLICAT(ON HA5 BEEIM WITHHELD 
DUE TO EXTREME SUBJECT MATTER AND 
MATURE CONTENT IF YOU ARE OVER 17 AND 
WOULD LIKE TO VIEW THIS AD, GO TO: 
WWW.HARDCOREREVOLUTION.COM 


THE ADVERTISEMENT SCHEDULED TO APPEAR 
IN THIS PUBLICATION HAS BEEN WITHHELD 
DUE TO EXTREME SUBJECT MATTER AND 
MATURE CONTENT. IF YOU ARE OVER 1 7 AND 
WOULD LIKE TO VIEW THIS AD, GO TO: 
WWW.HARDCaREREVOLUTION.CQM 


THE ADVERTISEMENT SCHEDULED TO APPEAR 
IN THIS PUBLICATION HAS BEEN WITHHELD 
DUE TO E>n'REME SUBJECT MATTER AND 
MATURE CONTENT IF YOU ARE OVER 17 AND 
WOULD LIKE TO VIEW THIS AD, GD TO: 
WWW. HARDCOREREVOLUTION. COM 








IMo Gamers Under 17. IMo Exceptions 


WATCH EGW FIIDAYS AT 8PM HH TNINI' 



Animated Violence 
Strong Language 


NINTENDO.^ 





Sega 

Dreamcast 



WWW, acclaim, com 


ECW is a trademark of HHG, Corp. ECW Hardcore Revolutions*^ and Acclaim® © 1999 Acclaim Entertainment, Inc, All Rights Reserved, Developed by Acclaim Studios Salt Lake City. All Rights Reserved* TNN® and the TNN logo are registered trademarks of Network 
Enterprises, Inc* Nintendo, Nintendo 64 and the logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc* Licensed by Nintendo* PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc, 
Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises Ltd. © SEGA ENTERPRISES, LTD. All Rights Reserved. 
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^ Unlike the Japanese version of the game, 
there are no branching points in Ace Combat 
?, which means every mission can be 
accessed by simply playing straight through 
the game. There .are also additional missions 
^ which can be presented to the player if the 
player is doing poorly. You'll also find that 
S there are some other neat bonuses to 
® unlock depending on performance. You 
can kick the tires and light the fires on 
"yA page 82! 




The visual impact of Fear Effect is 
unparalleled, but its mature story 
and puzzle elements are equally 
captivating. This game is not ^ 
easy to beat, though. 
Combining tough enemies,-oWH 
lots of shooting action-, some, 
really challenging braina^^J 
tempers and even some platformT-i 
elements, every gaming skill you ;j3| 
have will be tested. You will I 
never get hopelessly stuck I 
though, thanks to our complete I 
and exclusive PSM walkthrough, I 
which begins on page 84. ] 


After playing through the first training level of the 
^ latest Tomb Raider, you may have noticed that 
tjjf there are two doors leading to the next level 
^ and the race for the Iris, One door is for the vir- 
tuous and the other for the heretical. If you 


Action-RPGs were propelled into the spotlight back in 
1985 when The Legend ofZelda was released, but the 


path (for the,yirtuous) will be 
take, This guide will help you 
len skulls, but only solid Tomb 


of last year's Alundra. Bearing a lot of similarity to the clas-' 
sic NES adventure, but with enough personality and inno¬ 
vation to set itself apart, the game was an instant smash. 
Now its creators at Japanese developer Matrix have 
teamed with Activision to deliver the inevitable (and much 
anticipated) sequel. Your role begins on page 58. 


secret level they open! The mystery 
begins on page 90! 
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'DOMT' uJORRV SILLV. 

3UST srr And play 

UJITH YOUR BLOCKS, 

MOMMY And daddy 

UJILL BE DONE SOON 


QUIT THOSE ^ 

blasted dragon 

PUNCHES, uJOmAn'.'. 


INMBtRIS OO 




The latest PlayStation n 

► IMews/Peripherals.. 
^ Countdown to PS2 
^ Nihon Game Otaku 
^ Rumors ...... 

^ Q&A... 


NASCAR Rumble .. 
NBA Shootout 2000 

NHL 2000. 

Parasite Eve il. 

Rock The Rink..... 
Rollcage Stage 11... 

Spider-Man. 

Superbike 2000.... 
Tenchu 2: Assassins 
Triple Play 2001. ... 

Tron Bonne.. 

Worms Armageddor 


Ace Combat 3.pg. 48 

Alundra 2 .pg. 58 

Armored Core: Arena .. pg. 60 

Colin McRae Rally.pg. 50 

Colony Wars 3.pg. 69 

ECW Hardcore.pg. 62 

Fear Effect . ..pg. 39 

Front Mission 3.pg. 68 

Jackie Chan.pg. 38 

Jojo's Bizarre Adventure pg. 44 

K-1 Grand Prix.pg. 38 

Marvel Vs. Capcom ... pg. 44 


This month's new games, thoroughly tested by PSM experts 


All the best dirt on tomorrow's hottest oarn 

► Alundra 2. 

Armored Core; Master Of Arena. 

► Colony Wars 3: Red Sun. 

► ECW Hardcore Revolution. 

^ Front Mission 3/Superbike 2000. 

► Rock The Rink/Triple Play 2001. 

► Spider-Man. 

► Tenchu 2: Birth Of The Assassins. 


The P!ayStation2 will do much more 
than just make your games look bet¬ 
ter; it W\\\ change the way you play 
games. We'll take a look at how the 
power of the PlayStationZ will help 
developers usher in a new era of 
game development, and how 
the system will directly affect £ 

your favorite gaming genres, m 

The future begins on page 73. 




^ Link-Up 
^ Pause.. 


There, hasn't been another PlayStation 
game that better represents what people 
typically imagine space combat to be like 
than the Colony Wars series. Before CW, 
space shooters were unintuitive, slow 


A shea 


be hot for next month 


paced, hard to control and featured fairly uninspiring 
graphics. The third game in this epic series is looking to further estab¬ 
lish itself as the king of the genre. Go where no man has gone before 
by turning to page 69. 
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Pjr j eservations for the Japanese version of 
PlayStation2 began stateside in late 
December, and one major videogame importer, 
National Console Support (www.ncsx.com), was 
already bombarded with reservations within two 
days of announcing an official pre-order list. 

"We have already received over 1,900 PS2 
pre-orders in the past couple of days," said Peter 
Mui, president of NCS. "We had originally start¬ 
ed a list last year when the PS2 was first 
announced, and we have around 1200 cus¬ 
tomers on that one for a total of roughly 3,100 
reservees thus far." 

Mui expects to receive more than 6,000 pre- 
orders by the time PS2 launches in Japan on 
March 4. He also predicts that import pricing 
could be on par with the Japanese street price,- 


ust as we were going to 
press, Lucas Arts officially 
announced its new Star Wars: 

Episode 1 PlayStation title, Jedi 
Power Battles. Rumors about the 
game have been circulating for 
quite a while, but now we have the 
full scoop straight from the source. 

Jedi Power Battles shares a bit 
in common with the Phantom 
Menace game, but it focuses 
almost purely on action, much like 
the Super Star Wars games did on 
the Super Nintendo. There's no real 
story to speak of and you won't be 
asked to solve intricate puzzles. 

You basically just have to survive 
each of the game's ten levels by fighting your way 
through hordes of battle droids and assassins, using 
only your lightsaber and a handful of Force powers. 
Along the way, though, you'!! discover special power- 
ups that can be used to enhance your saber or make 
your Force skills even stronger. 

Up to two players will be able to enter the thick of 
battle as one of five different Jedi Knights, each with 


different fighting styles and abili- 
ties. There's Qui-Gon Jinn, Obi- 
Wan Kenobi and the council mem- 
bers Plo Koon and Adi Gallia to 
choose from. For you Samuel L. 
Jackson fans out there, Mace 
Windu is also playable and is actu- 
ally considered the most balanced 
character in the game. 

Star Wars fans can expect to see Jedi Power 
Battles on shelves in early April, which just happens to 
coincide with the home release of the Phantom 
Menace movie. Until then, take a gander at these first 
screenshots and keep practicing your Yoda imperson¬ 
ations. Oh, and look out for the April issue of PSM, 
where we'll have even more screenshots and info. 


4 Thanks to their 
mastery of the 
Force, each Jedi 
has the ability to 
double jump in 
any direction. This 
especially comes 
in handy when 
trying to evade 
enemy attacks* 


A As you make your way through the game, the droids 
become smarter ond smarter. However, on the early lev- 
els, they won't even really attack you at all. 


The first battle with 
Darth Maul is just a 
teaser. No motter 
what you do, you 
can't kill him until the 
final level of the | 
game... and it will 
take all your skill to 
do so. 


you uePT rm 


.4 We've got our tent \ 
pitched already! The V 
PSM Team (most of ^ 
us, at least) will be in 
Tokyo to stand in line for 
a PS2 with everyone e 
come Morch 4. 




4 While many of the visual effects and eye condy have yet 
to be put in the game, you can expect to see a lot of cool¬ 
looking explosions and neat lightsaber effects when the 
finished game hits the shelves in April. 
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Illustration: Ryan Kinnaird 






















































































































































































































































































































































































































C l an t wait to get your mitts on a f 
f P!ayStation2? You're not alone. 

Two of the nation's largest retailers are 
already giving anxious gamers a chance to 
get their dibs on the first U.S. systems off I 
the boat next fall. 

Babbages Etc. was the first to begin 
offering a reservation service in January, 
promoting a September 30 launch date 
and $399 price tag, both of which are 
merely its best prediction until Sony 
announces official details. No deposit is 
required to get your name on the list, but 
if past system launches are any indica¬ 
tion, Babbages Etc. and most other 
stores will eventually require at least 
$10 to guarantee you a machine on day one 

Toys "R" Us is also getting in on the game early, anticipating 
a September 15 launch date and $299 retail price — once again, 
these are merely its best guesses. Unlike Babbages Etc., you'll 


' I i ' have to shell out a $10 deposit beginning March 
1st to get on the "guaranteed on day one" list, 
j ' h I This brings us to the 20-million-polygon ques- 
Ihhl tion: Should you reserve now, or wait until we 
I ^ get closer to launch? After ail, September's a 
^ I h I S ways away. We recommend that you check 
r I i ^ fhe different resen/ation offers out there, and 

S' if the deposit doesn’t seem outrageous, sign 
.' J i i I: y I, yourself up. If you do, just make sure that when 
: | the official Sony-sponsored pre-sell campaign 
Qoes into effect later this year, you'll receive any 
bonuses offered to those who reserve their system at 
that time (such as T-Shirts, posters, or demo discs). 

If you aren't ready to reserve, or can't ante up the dough just 
yet, don't worry — most stores will probably be able to guaran¬ 
tee you a system on day one until a few days before launch. 






w A -'4 Ks? M'#!.fj45; e ve seeo 

iillillltS IISI IjiR! « 13 |SI the future of 

«.». 1- !i. fc 1 , » Star lA/ars games on 

PlayStation, but who doesn’t want to know what's in store for 
PlayStation2? Well, rumor has it that Verant, creator of the mas¬ 
sively popular (and, as many players would say, unhealthy) PC 
game EverQuest, is lending its talents to a massively multi¬ 
player, online Star Wars RPG for PS2. If it's anywhere as addic¬ 
tive as EverQuest even that Jar Jar Binks guy won't be able to 
keep us away! 


!K If the rumored online 
Star Wars RPG is any¬ 
thing like the super- 
addictive fverOuestf you 
can expect an massive 
online world that con¬ 
stantly changes. 


F— I ontinuing the trend j 
J of Square tie-in ||||| 
toys, Palisades Marketing ^ 
(the folks behind the Final'm 
Fantasy VIIf action figure I ^ 
line) are planning to release * 
a series of awesome-looking 
6" mecha from the, upcom- i 
ing strategy title Front | 
Mission 3. Look for them to J 
hit stores this spring to coin- t 
cide with the game's 
release. The toys should ring in 
at $20-$25 each. 


The Zenislev, Drake M2C, and Kyojun Mk. 107 are three of the highly-detailed 


HpiA : iiewiy forrried paftojerstiil 
giTJapanese videogame creators 
pifetO; produce PlayStatiortZ. 
;vgj[e::,ba$ed on; propertie$:§j8| 
Mffi^ed-r^nime iio:u38;:i4Std(ii 


- Sony has confirmed a bug in' 
the U;S. version of Gran Turismo 2 
that makes it impossible to earn 
4(30% completion in the game. 
®hy? ; Because the developer 
yanked a planned drag racing mode 
atthelpst minute {atthouglrthe ca|sj 
are stii accessible) and didn't reca!-^ 
culate the total percentages so 
they'd add up to 100% upon com¬ 
pletion. So. if you've ended up with 
98.6% completion, don't pull your 
hair out — you really have finished 
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el!, it's no secret that Castlevania: 

Symphony of the Night is one of our 
favorite PlayStation games of all time, so when 
we heard a rumor from reliable sources that a 
sequel to the game is in the works, we just 
couldn't wait to pass it along. 

Despite the fact that the game didn't 
exactly sell like gangbusters (even in 
Japan), Konami is reportedly well into devel¬ 
opment on what's being tentatively titled as 
Shin (new) Dracula X for release sometime 
this year in Japan. 

Better yet, it's rumored that the game will 
be a side-scrolling 2D action-adventure outing 
that'll have a lot in common with the earlier 

Castlevania titles, particularly the Japan-only Dracula X that was released for PC- 
Engine. Not that Symphony of the Night wasn't great — we just miss the fast- 
paced whip-cracking of the ol' 8/16-bit days, and from what we've heard, this 
game should definitely deliver. 

We've also been told to expect a brand-new Belmont character to take on 
Dracula and his undead legions in this adventure. And maybe, just maybe, there'll 
be more than one playable hero. We can't wait! 


Drac is back and there's gonna be 
trouble — for other roody poo 
action-adventure games, that is. 


PicketSt9tiii2 

levealeil? 
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3Com's Palm series of 
PDAs will serve as the 
basis for what could end up 
being the PocketStation2. 


umors continue to fly that the pint-sized ■ 

' V;-’ PocketStation wilt be released here in the U.S. some¬ 
time during 2000, but Sony, as always, is at the ready the shoot 
them down. But what about a new version of the device — one : ■ • 
that would compliment the PlayStation2? Sony isn’t saying anything just yet, but pub¬ 
lished reports in the last few weeks suggest that it may be working on just that. 

Reports out of Japan indicate that Sony is teaming up with Palm device manufac¬ 
turer 3Com to design a next-generation personal data assistant (PDA) and operating 
system capable of interfacing with home computers, audio-visual components, and 
other unnamed devices. Details are still super sketchy, but rumors are already making 
the rounds that PlayStation2 will indeed be one of these "other" devices. 

If this rumor pans out, the potential could be really cool. Imagine being able to 
play much more elaborate (even color) games on the go and then swap data between 
them and their PS2 counterparts. Or how about writing up some email at school 
and then sending it via the PS2 when you get home? It could even be used as a 
universal remote control for playing DVD movies on your PS2, controlling your A/V 
receiver, and more. 

Of course, we'll have all the latest details on the device as more technology 
announcements are made. 





^ ased just on its officially announced games 
it looks like Square will have a full plate 


year. If our sources are correct though, there are still 
a few super-cool surprises up its sleeves, particularly 
when it comes to P!ayStation2 and a little series 
known as Final Fantasy. 

Information smuggled to us by in-the-know indi¬ 
viduals suggests that Square has at least one super¬ 
secret, yet-unknown title lined up for U.S. release 
later this spring that no one, not even the Japanese 
press, has heard about yet. It has also been sug¬ 
gested that Square will definitely have at least one 
title ready for the U.S. launch of P!ayStation2, most 
certainly its sweet-looking The Bouncer. 

Finally, role-playing fans will be pleased to hear 
that despite delays in Japan, rumor now has it that 
Final Fantasy /Xwill indeed land on U.S. soil by the end 
of this year, but probably not in September like the 
rest of its PlayStation predecessors — look for it in 
the holiday season. 


who — or 
what — is 7ihe 
Bouncer? 
Square's not 
saying yet, but 
chances are 
good that the 
game will be a 
PS2 launch title 
for the U.S. 


For PS2 


"Mom, I'm so sorry I 
didn’t let you see the 
witch, but trust me, 
she was really, really 
scary, honest..." 


ow! It looks like Resident Fv//won’t be the 
only horror game scaring up thrills on 
PlayStation2. Reports are beginning to surface that 
well-known PC developer Terminal Reality is plan¬ 
ning to bring its videogame adaptation of last fall's 
shaky spook-fest The Blair Witch Project to PS2 by 
the end of the year. 

The game is already in development for honne 
computers, and is said to put some spin on the con¬ 
tent of the film in order to create enjoyable game- 
play. Let's face it — controlling three campers as 
they continually find piles of rocks outside their tent 
wouldn't exactly be a "rewarding gameplay experi¬ 
ence," would it? And hey, maybe we'll actually get to 
see the witch this time around. Spooky! 




Rumor has it that Power Stone 2 will not only come to 
PS2, but may also support online combat. Ki-yaa! 


hat could Capcom possibly have up its sleeve 
for PS2, beyond the likes of Dino Crisis 2 and 
a new Resident Evil title? Word out of Japan has it 
that the renowned developer fully intends to support 
the broadband network capabilities of the system, 
and is currently working on several titles (some only in 
the planning phases) that will take advantage of 
Internet play. 

Power Stone 2 is the first of these games, and 
could possibly be one of the very first networkable 
titles released for PS2, depending on when the broad¬ 
band network goes live (currently targeted for 2001). 

Rumor suggests that at least one network-ready 
RPG and a trading card style battle title are also in the 
works for the network's debut. 
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This month we had the opportunity to 


speak with 



President 


of Acquire Corp. and the main man 
behind IIMMM &IMMM SIF 
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such a hot sequel 
was more than 
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we were not able to include as much 
content as we would have liked. We 
wanted to take this opportunity to cre¬ 
ate a more refined finished product. Our 
second goal was to really push the 
envelope on the PlayStation. It's frus¬ 
trating to hear that the game you've cre¬ 
ated is based on a great idea, but the 
programming and graphics are weak. 
The third goal was probably the most 
obvious, that is to make the player real¬ 
ly feel like a ninja. 


move, use and destroy many of the 
objects that make up an environment 
We've also included a new item that will 
make it much easier for the player to 
sneak up behind the enemy and exe¬ 
cute a ninja kill. 


PSIVt: What period in history does the 
game take place in? 

TE: Tenchu 2 is set in the Warring States 


Name: Takuma Endo 
Position; President, Acquire Corp. 

Previous Projects: Tenchu Series 
Blood Type: 0 
Hobbies; Soccer 

Favorite Band or Singer; Saburo 
Kitashima (Who is a famous Japanese 
"Enka" singer.) 

Favorite Recent IVIovie(s): The 

Negotiator, The Matrix, The Sixth Sense, 
The Castle of the Owl {a good movie for 
watching the ninja, but little else) , 

Favorite Ninja Weapon; 

Multi-colored Rice 


U UIFI5 TO GO 


UmflT Uie DID IN 
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PSM; Has your team used anything 
for inspiration while making the 
game? Perhaps movies, books, 
manga, or anime? 

TE; We had the world of Tenchu from 
the original game going into this project, 
so we didn't go out of our way to 
search for any specific new inspiration. 
However, we did watch an excellent 
Japanese video series called, ‘The 
Ninja" for reference while we were 
writing the story. The series does a 
good job of showing what the life of a 
ninja was actually like. 


PSM; When did the development of 
Tenchu 2 start? How many people 
are on the team? 

TE; We began the first planning stages 
for the project in January of 1999. There 
are 18 people on the development 
team, including the creative director, 
one project manager, four programmers 
and 12 CG artists. We are also working 
with about 15 people outside of the 
company on the movie, various models, 
and other details. 


T-H1NG5 T-H-RT UJR 5-HUJ 


period. During this time, there was no 
central government as such, and local 
rulers fought among themselves for ter¬ 
ritory and power. 


PSM; How will traps work? 

TE: Tenchu 1 contained only the collaps¬ 
ing floor trap, but Tenchu 2 has a variety 
of hazardous surprises waiting for the 
player, including poison traps, sound 


PSM: Why did you decide to make 

Tenchu 2 a prequel? 

TE: Don't you want 
to know how it all 
began? We wanted 
to show that these 
' characters have 

series 
some depth 

into the 
past. 
1 Besides, 
we thought 
would be 
I interesting to 
move in the 
V opposite direc- 
tion of j ust a bout 
every other game 
series by going 
backward instead of 
■Hk^k forward in time. 


PSM: Could you talk a little about the 
game's story, and how it will play a 
more important role 

than in the first game? ^mmnj 

TE; Tenchu 1 revolved 
around one short story. 

Tenchu 2, on the other 
hand, has one general 
plot, but it is told from 
the perspective of the 
character the player 
chooses to play with. 

Since each character 

takes a different path 

through the story, the l^yB|H 

player gets to see B^ra^S 

something new each 

time, and come to a dif- ^BBBBI 

ferent understanding of 

the story. 


PSM: What other projects 
has your team worked on 
in the past? 

TE: Tenchu was our ,,i 

first original title 

and we have //hi’ , 

been working 

on the series 

ever since. M 


PSM: What is iHK 
your primary 
main goal in 
creating f 
Tenchu 27 
TE: Our number 
one goal was to go 
above and beyond 
what we did in ' V 
Tenchu 1. While 1 still ^ 
feel it was a very good 1 
game, we were never able 
to iron out some things that 
we saw as flaws, and also 


traps that alert the enemy to the player's 
presence, trap panels that, when 
stepped on, trigger arrows aimed at the 
player, and many others. 


PSM: What new features and ninja 
abilities will be included? 

TE: New features include swimming, 
daytime missions and the ability to 


PSM: How will the game's flow and 
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difficulty compare to the first 
Tenchu game? 

TE: It is definitely nnore difficult. Besides 
the new traps and innproved enemy arti¬ 
ficial intelligence, most of the missions 
occur in an outdoor natural setting, 
making it much harder to hide. These 
new features will surely make it more 
difficult for the player to get through 
the missions without being seen 
by the enemy. 

PSM: Can we expect the enemies 
to be much smarter this time? 

TE: Yes. Enemy ninja will even be 
using some of the same ninja items 
available to the player. 

PSM: Technically, this game is 
much improved over the first 
Tenchu. Can you talk about some of 
those improvements, such as an 
extended horizon line? 

TE: The horizon line has indeed been 
extended. This has enabled us to use 
a variety of backgrounds and include 
daytime missions. These features, 
along with a widened field of vision, 
make Tenchu 2 much more realistic 
than its predecessor. 

PSM: Tenchu 2 will feature a 
mode that lets you build your 
own levels, which is some* 
thing that we haven't 
yet seen from the series 
the U.S. Can you talk a 
little about how it ^^01 
works, and how much 
freedom the player will 
have in designing his 
own stages? 

TE: It may look a little compli¬ 
cated at first, but getting the 
hang of it doesn't take long at 
all. Setting up the terrain is 
actually very simple, and the 
player is free to lay traps and 
even determine the move¬ 
ment patterns of the ene¬ 
mies. This feature was so 
popular in the Japanese 
version that we were able 
to release a collection of 
the 100 best missions 
submitted by players 
around the country. 

PSM: Were there any features or 
ninja abilities that you wanted to 
include in Tenchu 2, but couldn't? 

TE: We really wanted to include a mode 
where the player could play as a ninja 
dog. Since just about every game out 
there forces you to play as a human, we 
thought it would be interesting to try it 
as animal for a change. 

PSM: What is the most important 
new addition to the game? 


TE: Swimming. Not only can the player 
swim, but, it is also possible to hide 
underwater — a very useful, and impor¬ 
tant, feature. 


PA A VMAfimiZ 


PSM: What do you think of the 


in 


PlayStation2 technolo- 
gy? Is it as powerful 
as is being reported? 

TE: The PlayStation2 cer¬ 
tainly appears to be an 
excellent piece of 
technology. Sony 
may have even 
^ outdone them- 
' selves with 
this one. 
According to 
what I've 
heard, it was a 
very difficult sys¬ 
tem to pro¬ 
duce. Sony cer¬ 


tainly deserves a lot 
of credit if they are 
able to meet the specs that they have 
released. However, games are not 
about specs, and people's ultimate judg¬ 
ment of the system will be based on the 
quality of the games. So we'll have to 
wait and see on that. On the other hand, 
the PlayStation2 clearly offers a decisive 
step up in performance compared to 
other current console systems. 

PSM: Back at the PlayStation2 
unveiling, Sony listed Tenchu 3 as a 
PS2 game. Is it still in the works? 


TE: Sony has gone ahead and listed 
Tenchu 5 as a preliminan/ title for the 
PlayStation2, but I can't really go any fur¬ 
ther than that. 

PSM: How can the Tenchu series 
make use of PS2's power? What new 
game features might we see? 

THINK THH -P-KQ- 
G-RESSION OP TH-E 
Sre-RLTH Q-EN-R-E 
DE-PENDS ON HDUJ 
■RERUSTIG yjE -R-RE 
■RELE TO rVlRKE THE 
EXPERIENCE POR 


THE PLRYER-'’ 


TE: As the Tenchu series uses 
a 3D game engine, I personally 
believe that the PiayStation2 
will enable us to take care of 
plenty of problems that we 
have faced up until now. For 
example, we will be able to 
further widen the field of vision, 
refine character graphics, and 
increase the number of charac¬ 
ters that can be shown on 
the screen at once. Plus, with 
the increase in memory, we 
can create even larger, more 
challenging levels. 


PSM: Speaking just of yourself, do 
you have any personal plans 
for the PlayStation2 launch, 
such as joining the crowds 
at Akihabara? What PS2 
game are you most looking 
forward to? 

TE: I'd like it if the stores 
would stay open late and do a 
midnight madness type of 
sale, so everyone could get a 
chance to buy it right away on 
March 4th at 12:00 A.M. It'd 
be really fun if they could 
make a whole launch party out 
of it. That said, there really aren't 
any PlayStation2 titles that I find myself 
looking forward to that much. I can tell 
that the graphics will certainly be above 
and beyond what we have now, but 
what I'd really like to see are some 
games that take advantage of the 
increased power of the PlayStation2 to 
power-up the games themselves. 


Eimmm 




met with such a great reaction 
from fans? 

TE: I think it's because the thrill of the 
hunt is such a basic human instinct. 
Using the element of surprise to defeat 
the enemy is a very realistic tactic, and 
with the trend towards more and more 
realism in games, the stealth boom is 
not surprising. 

PSM: What do you feel is the next 
step for this new stealth genre? 

TE: I think the progression of the stealth 
genre depends on how realistic we are 
able to make the experience for the 
player. If we can up the realism, we will 
be able get players to think of hiding as 
not as a means of escape, but rather as 
a way to spy on the enemy, gather infor¬ 
mation, and use that information to 
determine the best path to defeating 
that enemy, all in real time. 


PSM: This year, Tenchu 2 looks to be 
the only stealth-type game 
scheduled for the U.S. Why do you 
feel that stealth games have been 


PSM; Can you give us a hint about 
any secrets in the game? 

TE: I don't want to give away too much, 
but one of your favorite characters from 
Tenchu 7 will... 

PSM: Is there anyone on your team 
that is very good at being stealthy, 
and if so, do they use their stealth 
skill for good or evil? 

TE: Everyone on the staff can lurk 
around in their own way, so it's really 
hard to tell. But one thing is for certain, 
we put a price on the head of the evil 
infiltrators and fight as a team. 

PSM; In closing, what final message 
would you like to say to our readers 
about Tenchu 2? 

TE: Basically, just play the game and 
enjoy yourself. Take your time to get to 
know the game and you'll have even 
more fun. Also, try your hand at the mis¬ 
sion editor. I'd recommend sending your 
homemade missions to Activision. 

PSM: Thanks for taking time out 
of your busy schedule to answer 
these questions. Good luck with 
Tenchu 2 and your future 
products — we can't wait 
to play them! 
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The skin oh 

these lizard men took 


eat your heart out. 
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Let's check out the latest 
headlines hitting on the eve 
of the biggest videogame 
console launch in history: 

PlayStation2 PDA? 

Sony recently announced that it's 
working on a new PDA — not like the 
PocketStation, but a full Palm Pilot- 
type unit. It's a stand alone product, 
but will also work with the PS2 via 
the IEEE port. Sony's even working 
with 3Com, the makers of the Palm 
Pilot, to get it just right. 

PS2 Games From... SEGA?! 

That's right... in a recent Sega 
announcement, the company will be 
spinning off several game develop- 




latest buzz 




ment companies. The really cool 
part? Sega intends for these compa¬ 
nies to have an open-platform policy, 
which means they can make games 
for whichever system they think they 
can make money with. It may not be 
too long before we see Virtua Fighter 
Sonic on a Sony console! 

PS2's Blair Witch Project 

Take Two will be releasing a Blair 
Witch game for the PS2 this year, 
based on the PC version by Terminal 
Reality. Who would've thought? 

PS2 to Revive DVD in Japan 

DVD players have been hugely suc¬ 
cessful here in the U.S., but sates still 
haven't taken off in Japan. 
Everyone's betting that the PS2 will 
change that though, since it will be 
cheaper than most stand-alone 
Japanese DVD players. In fact, retail¬ 
ers are going as far as to rack DVD 
movies right next to PS2 games. 

Launch Game Shuffle 

At press time, it looks as if Dark 
Cloud and Bouncer won't make if for 
launch on March 4th. Hopefully, they 
won't be delayed for very long. 
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From Software's first-person RPG^ 
keeps looking better. We're still not con¬ 
vinced that it will be a must-have title, 
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inhe amount of story and talk 
people is sHII unknown. 


A little stiff di^nid^fhe <^ges, but still a daitin 
good c«!ygpn|it0j|piei <»f a very nasty dragon* 














V.. 


Notice your hero's anh and swordy 
and the nice waterfolt in die Ikick. k : 
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his month we received some new screenshots of this game that just blew 
us away. The graphics are looking way better than in the early demos, with 
the best looking mechs we've ever seen in a game. We're dying to get our 
hands on this title, but so far a final release date hasn't been announced. 


A This interesting screen shows every singfe element that can pop up on your screen 
During real gameplay though, you'd never see ail of these elements at the same time. 


xmm 


A Not only do the mechs look amozing, but there's some really nice lighting effects going on in these shots 


The super-detailed 
mechs are amazing! 


6ang, these are some sweet-lookin' robots. Ju; 
check out the amazing amount of detail up close! 


/V The backgrounds look okay, but not as good as the 
mechs. Hopefully, they will continue to improve, too. 




4 You should have way more options in outfitting your mech than before. Wish 
we could tell you what all of these are, but mum's the word, so far. 


Here's what the inventory screen is looking III* 
ght now. Even the parts and Items look incredible! 


At press time, it's looking doubtful that Square's 
Bouncer will make it in time for the PS2 Japanese 
launch on fMa (Sony had originally 

announced it as a launch game). This is a real 
shame, since it's one ^of the^ promising, games we've ever seen. Even new 

screens are touqh to:Gome:bv!:$or n iust have to make do with this small handful. 




r This sequence shows a scene whfer^ the main character 


rushing to catch a train, but stumbles along the way. 


Yhe dossk 'dphn stoitd* 
mech^styte. Ve just 
g^fta love glcunt robots with 
giant guns, tearing up o dty. 
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'^Mm. 


A These shots were taken from a movie that had been compressed, so they're a bit muddied up compared to the sharp graphics in the actual game. Still though, this game is looking very good, don't you think? 



s this game a Japanese launch title, or what? At press time, it's still up in the 
air, with some rumors pointing to an arcade release first. These new screens 
are actually taken from the intro movie of GT2 on the 
PS1, since it was made with the PS2 version. 




Yeah, this game is looking great, but not 
just because of more polygons. We're 
already starting to see certain new 
PlayStation2 effects over and over. Here's a 
look at some of the top new technology 
tricks used in Gran Turismo 2000: 


5 if PS2? Sweet shots like this one really blur the line 
ame and reality, and this is only first-generation 




^¥4 




j S 11 -» 

'-l! 






A These are the same environments that were seen 
in GT2, but with PS2, they've been fully realized. 


A Notice how the car coming up from behind is a little bit 
blurry, while foreground (^[ecls stay nice and clear? 


SfXJBfcK. e-,. 


4 Here's an above view from the 
series' famed Replay mode. The 
cars are still maybe a bit too 
shiny, but they're working on it. 


^ Although the physics behind the 
racing won't be improved much 
over GT2f they were already very 
impressive to begin with. 


A Here's another blurring effect, this time a motion blur. 
When rile ganrie is moving, this mokes it look life-like. 


> The new motioh blur techniques used 
on the cars and the background really 
give the game a real sense of speed. 


V whoops! Well, that's what you get 
when you race with real physics — it 
ain't always easy to stay on the road! 




The Gran Turismo 
series has always 
focused on the real dri¬ 
ving experience, rather 
than the arcade^style 

racin 9 in garnee. 

Ridge Racer. If real rac¬ 
ing is what youYe after, 
then GT 2000 should 
deliver, big time. 


P^MI 


-.Hjt rrmar 

•iffywir 




I ’I When you see the TV 
f style angles used in the 
replay mode, mixed with 
the incredible grophics of 
the PS2, your jaw wilt drop. 


A Of course, like most PS2 gomes, the lighting will be 
spectacular. Racing at night wilt really steal the show! 


These shots show'^tndny different cors than 
had been shown before on the PS2 version. 
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r • ^ 1 0 , are you sick of seeing Tekken Tag 

! jj^EJ i screens yet? If it were up to us, we'd 
I iSil I be playing the game by now, but 
L mm mm Jk sometimcs you have to just put up 
with the wait. Unfortunately, these new shots 
don't show any new characters or stages, but we 
do have plenty of sequences that show off the 
game's tag-team features. Hey, if you look from 
screen to screen fast enough, it'll be like watching 
the game in action! Okay, okay — we tried. 




This month we've got a spe^^#e^ 
^e animation sequences that show 
^tonew double-team attacks! ^ ^ 


A Is this some crazy new Tekken "Dance Mode"? Noh, it's just Jin and Pci sizing each 
other up before the battle. Sidestepping is important/ but the gameploy is still 2D. 
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4 We couldn't hove said it bet¬ 
ter ourselves — this game is 
looking lo be the perfect ver¬ 
sion of the Tekken series. 


> One of the main things we 
noticed when we saw this 
game in person was how solid 
the characters were. There was 
no polygonal "clipping" at all. 


A This level is still our favorite, with its shiny wet street texture. 


A Just look deep into the street at the details and signs...wow. 


A Here's yet 

another good example of a 
great floor textures in this game 
— those stone slabs look real, 
and the shadows cast on them 
are amazing! Will PlayStatton2 
become the "system that has 
great floor textures"? 
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The focus of Square's new racer seems to be to put the player right in the driver's seat. 


r “ T ight at press time, Square announced a new rac- 
1 - I ing game titled Driving Emotion: TYPES. Urn, 

I I I okay, so the name is goofy, but it looks like it 
Li J could be fun. When we first glanced over 

the screens, the first thing that came to our minds is that 
the graphics aren't as good as in Ridge Racer V or GT 
2000, but from what we're hear¬ 
ing, the game could make up for 
that with some really cool game- 
play features. Let's take a look... 


The particle effects used 
here make the car kick up 
some very convincing dust. 





We're not sure how many different views there might be, but the main 
one seems to be fight in the cockpit. They're aiming for ultra realism. 








iEstismsm^ 


A As excited as we are about the PS2, this screen 
looks pretty weak. Didn't these guys see RRV? 


A This screen is taken from the game's "Racing 
School" mode. That sounds like a cool feature. 




w The two-player mode looks nice, especi< 
course, which appears to be the best 


r on this nightti 
the bunch. 




A A lot ^ 
of blurring 
effects are used in this 
game, but still, this car 
model just doesn't look 
very d^iled at all — 
nov^ere near GT2000. 




Just like in the Gran Turismo series, the cars in 
this game are ail based on real-life models. 
They should drive realistically, and look 
authentic on both the inside of the car and out. 


Sweet 




It seems that only Japanese cars will be included, at least for the Joponese release. 


seems to know its lighting effects! 


These night shots are by far the best looking. This game rea 




"dr.-.. 


(C)SQUARE/ESC^ 






^ y C14ECO 




1 ;« 6/6 

(C)SQUARE/ 





























































































































































































ViSA 








‘^.(n/l^r 


'lii*rr'r,-l 










ti-^H 














sjSssEa 






I* ^ r*iJd 


h.\l^^.iir:L.'|l- 

































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































.■-rrd?-^- 








ilgS^^iiS 






^ i' XJ^-C^A 


ivK-r-. 
>N--* ■..- 






/ k; ^;-:i,>Jjc.^^.i^" 

,?.• t- • -• ";rt-. tO. r.. i 

» '--L v'*"*^^v't/" 






V.. ■■■.:: A 

■.■’,,■■ . . ■■;SS;,tf;^^V" 




r<w^j»tr.! 
















woman 


crashes enhance the 


:--^-s\\\v 


Pohce Wed/cs 



































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































||k 


FYlfifiCM £□□□ 

3D 





■1 ^ f ' - t . . . .' i ' ,V 


/ujuiWtD-niLY-RflD-n-R.cam 



mss^ 


■ ame companies brought out some big guns to herald the now 
’ : iong-gone holiday season, including Yu Suzuki’s long-awaited 

tour de force, Shenmue. Sony fought back with Gran Turismo 2, prob- 
' ably the most eagerly-anticipated game of the year, and it shot straight 
i to the top of the retail charts, which is where it'll stay for a while, no 
' doubt. Still, considering the far smaller installed DC base, the Shenmue 
sales figures of around a quarter of a million on the first week, are 
impressive. The relevance for PlayStation owners is that Sega's success- 

fut creation of a truly immersive, living, breathing 
9 anne world in Shenmue bodes very well for future 


iifcSiM 




development teams in the world, of course, : but 
Sony has plenty of talent on its side, tool If this kind 
of thing can be done on Dreamcast, it's fair to 
assume we're going to see stuff at least this good 
on PS2. Oh yes, the future of gaming is rosy indeed. 


^ h no! Now that I'm stuck here outside Yamagiwa 
f" waiting in line for PS2,1 won't be able to go to the 
other big event before the launch; Sony's PlayStation 
Festival. Warui! Unless I can convince one of the other 
guys to sit in the carton and keep our place at the head of 
the line, while I head off to Sony's bash to play on one of 
the 500 PS2 machines they're setting up for the two days. 
I might even be able to actually touch one and see how it 
feels - all the display models at the Autumn TGS were 
locked safely under glass... the spoilsports! But even if I 
can't convince him, there's still the Spring Tokyo Game 
Show to look forward to - and we'll all be able to go to that, 
cuz it's after the PS2 launch and our machines will be safe 
and sound at home. This time around, the theme of the 
show is the approach of the new century {at least some 
people realize we're a year away from the next millenni¬ 
um!) and the critical 
part that the Tokyo 
Game Show plays in 
the gaming industry. 
The marketing guys 
for the event are envis¬ 
aging the show as a 
satellite, beaming 
information about the 
future of gaming out 
across the world. It 
makes me so proud! 




This is NOT as good as it gets. Oh, no sirreel 


Eagerly Anticipated 

PlayStation 2 is not so far 
away now, and in Japan, the 
first title has crept into the 
most-wanted rankings — 

Named's Ridge Racer V. Now 
slated for a March 9 release 
(no longer a launch title - can it 
be true?), the racer destined 
to go head-to-head with Gran 
Turismo 2000 will still have a huge advantage by coming out first. Dragon Quest 7 is still in the 
number one spot, which should please Enix, but it's getting increasingly difficult to maintain 
excitement over the game's looks when you have the likes of Dark Cloud to look forward to. 






DQ and DC; which one 
would you choose? 




Hot For PlayStation: The game everyone is playing on the. 
street demo machines is Gran Turismo 2. No surprise there, 
given the mix of extreme car mania in Japan and the fact that 
the game showcases nearly every car the country produces. 
Street racing is what the kicls do on Saturday night in. Japan to 
blow off some of the stress created by their grueling weekday 
commutes on the train. Which is wh the other hot title right 
now, Densha De Go Profess/ona/from Taito, is a, surprise. We're 
still trying to figure out why a nation that spends half its life 
crammed like sardines into hot, stuffy train cars for a couple 
hours a day tikes to relax after work by reliviilg the experience 
on their PlayStations with the 'Let's go by train!' series of simu¬ 
lations. Weird. 






—Banzai Chibi-Chan 
Otaku Supreme 






■4 Welcome to the festival 
bringing a wave of the 
new century. 


so cancel the rest of 


your life first, 


• That PS2 show will feature over 20 playable games and 
runs on February 19 and 20 in Makuhari Messe, the same 
venue that hosts the Tokyo Game Show. Best of all, atten¬ 
dees will be able to pick up a PS2 demo disc... cool! 
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PUBLISHER 


GENRE 


IftOM GHEF GETS SCRARPil! 


(Pandora Box) 


Pandora-Max Series 


(Vigit). 

(Culture Brain) 


Pro Mahjong 


Eve Zero ..... ,..: r 
Eve Zero Limited Edition 




March sometime 


(ASCII)..... 
{increment P) 


Bass Landing 2. 

Hekisamuun Guardians 
Doki Doki Pretty League 
Theme Park World.... 

FIFA 2000... 

Infinity............. 

Angelique , ..... 


Grand Turismo 2 
(SCEI) 




2. ^YM9ioii Shin-Due! Monsters 

3. Legend Of Dragoon 
I'M: (SCEI) 




(Koei) . ......... SIM 

(Artdink) A 
(Idea Factory) ..; . ACT 
(Astroll) ..../... TBL 

(Koei)...... ....SIM 

(SunSoft) . .1 .... TBL 

(T&E Soft) .. . ... SPT 

(Namco) ........ FGT 

(Narnco) ....... . RAG 

(From Software).. RPG 
(Ask);.......,. .TBL 

(Konami). . ...... MUJ 

(Konami)........ SPT 

(Konami)........ SHT 

(Konami)_ .... TBL 

(SCEI) . .ACT 


jjSii'} lu jjl 




A6 Let's go by A -train! 6 .. 
Sky Surfer....... .C ..., 

American Arcade , 

Kessen..... 

Street Mahjong Trance.... 

Golf Paradise...... 

Tekken Tag Tournament... 

Ridge Racer V. 

Eternal Ring. 

Billiard Master 2. 

Drum Mania. 

Jikkyou World Soccer 2000 

Gradius 3 & 4. 

Mahjong Yarouze 2. 

Fantavision. 




De Go Professional 




Pachfsulo Aluze Okuko 2 


'6^i:^omatou 

2fr(Tachmol 




i' Now that's what 
1 call a kitchen! 


T- ” Chrono Cross 
(Square) 

8. Tokimakt 
- (Konami) 

S Vibrehon 
(SCEI) 


10. PX Jinsei Game 3 
(Takara) 

D- Source: The PlayStation 




I can t wait tor the 
PlayStation 2 launch; it's so 
exciting! Banzai, banzai, ban- 
zail But one of the bigger mys- pB! 
teries concerning the initial 
software lineup is going to 
be answered before that, at 
Square's Millennium event. Just how 
does the Bouncer play? Is it more 
than just fighting sequences? Is it 
totally 'on rails', or free-roaming? Will 
it be as utterly cool as we're all hoping 
it'll be? I can hardly stand the sus¬ 
pense! Tell me! Tell me now! 










s sporting a 




graphiGs ;3et against polygonpif 
and thf|:jackag includes a bonus 
an arcade^perfect version of the 
f'qame. Fantastic. 


in a waterfall 
flcmefhroweri. 




as h|s apiponents 


■■ ■■ ' r : -■ = - 




▲ We know it's a 'playing action movie' 
what does that mean, exactly? 


AyThis tiger form is one of the earlier boses you'll encounter. 


like these waterfofis 
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We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 





M 4 GT2 managed to out- 
* sell every other PS title 
g during December. Whew! 


H e re a re t he to p s e 1 ler s f o r E i ectro n ics 8 outi q u e stores 
nationwide. Gran Turismo 2 was the big seller for.the 
ati'important holiday shopping season. 



i 1 ► Gran Tlirismo 2 

I - • ^ . I 

j 2 ► REsident Evil 3: Neinesis - The nightmare continues! j 

I 3 ► Tony Hawk Pro Skater - Totally gnarly | 

i 4 ► NBA Live 2000 - EA's got game I 

I 5 ► Tomorrow Never Dies - Secret agent action j 

I 6 ►Tomb Raider Revelation - Girl power J 

j 7 ► iVledal Of Honor -WWII-era blasting j 

£ 

1 8 ► Madden NFL 2000 - Makes up for the real season j 

I 9 ► Rainbow 6 - Sneaking up the charts | 

I 10 ► Crash Team Racing - Drops in the standings I 

. - Vi 


■■■I Bond's latest videogame j 
was die beshselling 
PloyStotion game prior to 
Gran TuWsmo 2. 


j Every month, NPD surveys a variety of retailers to 
! find out which games are selling the most. 007: 
j Tomorrow Never Dies took top honors. 

i 1 ► Tomorrow Never Dies 


\ 2 ► NBA Live 2000 - King of the court 

e 

5 3 ► Tony Hawk's Pro Skater - Skating in style 

I 4 ► Resident Evil 3: Nemesis ~ Still scary 

i 5 ► Crash Team Racing - Slumps lower in the ratings 

f 6 ► Toy Story 2 - Movie tie-in j 

i 7 ► Spyro The Dragon - Greatest hits favorite J 

8 ► Spyro 2: Ripto's Rage - Slipping a little j 

9 ►GranTurismo -Astealat$20! j 

10 ► Tomb Raider: Last Revelation - Last place j 

. 
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January 

989 Sports.Basketball.NBA Shootout 2000 

Acclaim . First-Person Shooter.Project S.W.A.R.IV1. 

Acclaim..Racing..Jeremy McGrath 2000 

Bandai..Action. Macross VF-X 2 

Capcom.Fighting.Man/e! vs. Capcom EX 

EA.Action/Racing.Road Rash: Jailbreak 

EA Sports.Golf Tiger Woods 8t The PGA Tour 2000 

Fox Interactive.Action...Die Hard Trilogy 2 

Interplay . Action/Strategy . Renegade Racers 

Sony.Action/Platform.Tomba! 2 

Southpeak..Action.Fiintstones Bedrock Bawling 

SunSoft..Action/Platform.Blaster Master 2 

Ubi Soft..Tennis.All-Star Tennis 

February 

3D0 .. Action/Adventure.Crusaders'.Might and Magic 

Acclaim..Wrestling.ECW Hardcore Revolution 

ASC.Racing.Jeff Gordon XS Racing 

Bandai......Action 

Silent Bomber 

Capcom......Fighting.JoJo's Bizarre Adventure 

Capcom.Action/Platform Misadventures of Tron Bonne 

infogrames.Air Combat.Eagle One 

Infogrames.Racing .Test Drive Cycles 

Infogrames..Racing.Test Drive LeMans 

Interplay.Action/Racing.Carmegeddon 

Kemco.Mech Action...Iron Soldier 3 

Koei.Strategy ....Romance of Three Kingdoms 6 

Konami.Soccer.Major League Soccer 

Konami.Baseball .ESPN Baseball Tonight 

Konami...Basketball.....ESPN Basketball Tonight 

Midway.Action.Jackie Chan's Stuntmaster 

Namco....Air Combat..Ace Combat 3 

Natsume..Fishing.....Reel Fishing 2 

Sony...Racing.Colin McRae Rally 

Southpeak.Action..Wild Wild West 

Square..RPG..SaGa Frontier 2 

Take Two..Action.....Spec Ops 

Titus. Racing.Roadsters 

Ubi Soft.Platform.Rayman2 

WD.RPG.Lunar: Eternal Blue 

March 


989 Studios 

300 ....... . . 

Activision... 

Activision... 


.Action..Syphon Filter 2 


.... .Multi.... 

.Action/RPG. 

.Racing. 


ily Game Pack 

..Alundra 2 

.Motocross Madness 


..X-Men 

..Countdown Vampires 

...Street Fighter EX2 Plus 
..Gaierians 


Activision.Fighting. 

Bandai.Adventure. 

Capcom.Fighting. 

Crave.Adventure. 

EA..Racing.Need for Speed 5 

EA.Simulation.Sim Theme Park 

EA....Skateboarding..Street Sk8er 2 

EA Sports.Racing.Formula 1 Championship 

EA Sports.Action/Racing...NASCAR Rumble 

EA Sports.Hockey.....Rock the Rink 

EA Sports.Rugby.Rugby 2000 

EA Sports.Baseball..Triple Play 2000 

EA Sports.Fishing.Ultimate Bass Challenge 

Eidos.Racing.Disney World Racing 

Eidos.Action/Adventure...Fear Effect 

Infogrames.Soccer..Striker Pro 2000 

Interplay.Action..Gekido 

Kemco..Racing.Polaris Snocross 2000 

Konami.Racing.Konami Rally 

Midway..Action..Gauntlet 3D 

Midway.Arcade.Paperboy 

Mindscape.Action/Stmtegy.Panzer Genera* Assanit 


Psygnosis. 

Psygnosis. 

SNK. 


.Shooter.Colony Wars: Red Sun 

.Action/Racing.Rollcage Stage 2 

.Fighting...Samurai Showdown: War Rage 

Sony....Golf.......Hot Shots Golf 2 

Take Two.Action/Adventure..Oarkstone 

Take Two.Strategy..Railroad Tycoon 2 

Tecmo.Action/Strategy..Deception III: Dark Delusion 

THQ .Wrestling...WVVF Smackdown! 

Working Designs.Strategy/RPG..,...Vanguard Bandits 


OTHER m-QUARTER RELEASES 


Activision 

Bandai. 

Psygnosis 


.Action.Tenchu IS 

.Action/Shooter.Silent Bomber 

.Car Combat.Destruction Derby 3 


ZND-OIMinER GAMES 


AprB 


: LucasArts 

« 

i Psygnosis, 
i SNK. 


.Action/Fighting.Jedi Power Battles 

.Action/Strategy.Team Buddies 

..RPG...Koudelka 


BIREIZND-OGARIER RELEASES 

Activision.Action.....Spiderman 

Mindscape.Action/Platform.Prince of Persia 3D 





Gamewa 


h: 






■ ■ ■■ 


Sony's Europeafijbranch is indied working a 
el to last year-s 3D Ghouls 'hi' Ghosts piay-aiike, 
SCEA still doesn't have any word on when 
it'll be released in the States. Since the first 
did really wdll here, though, it's pretty much a 
. The game's designers are taking a slightly dif- 
direction with this sequel, using a more Tomb 
laider-\sh perspective and adding lots more power- 
ups. Cool! 
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Baiciurs Gate 


Interplay..Action.Gekido 

Square.Strategy/RPG.Front Mission 3 

Square...Action/RPG.....Vagrant Story 


TD BE ANNOUNCED 


ORDBNABIER GAMES 


ASC ... Racing . Jeff Gordon XS Racing 

Fox Interactive.Action/Adventure..Planet of the Apes 

GT Interactive . Action Duke Nukem: Planet of the Babes 

Namco.Action/Adventure.Dragon Valor 

Sony . Action.MediEvil 1 

Square.Action/RPG...Dew Prism 

Square.Action/RPG.Legend of Mana 

Square .. Action/RPG ... Parasite Eve 1 


AIH-OUAinER GAMES 


Midway.Action/AcventureMlortal Kombat: Special Forces 

Square...... RPG.... .Ghrono Gross 

THQ..Action/Adventure.Evil Dead: Ashes 2 Ashes 


JUST 

LOOK /AT THIS 
PATHSTIC LIST 0? 

- NOT A ONB OF 
'EM IS TRUUy HARPCORB! 
I OOTT/A WHOOP ME SOME 
ASS JUST TO OET THIS 
sissy TASTB OUT OF 
My MOUTH.' 


Activision..Action.Nightmare Creatures 2 

Activision.Fighting...X-Men 

Capcom.Action/Platform..Mega Man Legends 2 

Capcom........Action/Adventure.Resident Evil; Survivor 

Capcom.Action .Strider2 

Crave.Fighting..Ultimate Fighting Championship 

Eidos.First-Person Shooter...Daikatana 

Eidos.Action..Urban Chaos 

Electronic Arts.Action/RPG.Dungeon Keeper 2 

Electronic Arts.Racing.Moto Racer 3 

Grolier......Action..Virus 2000 

GT Interactive...Action.. Animorphs 

GT Interactive.Hunting.Deer Hunter 

GT Interactive.First-Person.Unreal 

Hasbro...Action/Platform.CatDog 

Infogrames.Action/Adventure.Alone in the Dark 4 

Interplay.Action/Adventure. .Messiah 

Lionhead.....Strategy... Black & White 

Midway.Football.Arena Football League 

Midway.Racing.Rush 2047 

Rockstar...TBA.Austin Powers 

Sony.RPG.Legend of Dragoon 

Sony.Action.Legion 

Sony.. RPG..Wild Arms 2 

TBD............Dancing....Bust-a-Groove 2 

TBD...RPG..Dragon Quest VII 

THQ.Bowling.Brunswick Circuit Pro 2 

THQ.Racing ..Championship Motocross 2 

THQ...Action/Adventure..Danger Girl 

THQ..Fighting.......Shao Lin 
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THQ first announced a videoglrne version of the, awdh' 
some Cliffhanger corr\\c way back in 1998/but-really 
hasn't said anything about it since. We did some check- 
ging, and confirrhed with THQ, that it definitely, hasn't 
i been cancelled. Some pictures have popped Up, in the, 
■ pages of the Danger G/r/comic book, but that's about it. 

' ' Currently, the game's release date is still classified as 
To be announced,- but yve'd expect it by fall. . 



Activision's ninja action sequel 
hos been hiding for months, but 
I we finally got to play a very 
I early version. There were 
enough great new ideas and 
special touches to have us 
pumped up for more. « "" 


A playable version of Gabe 
Logan's latest outing has finally 
hit rile PSM offices. Itie tight cine* 
matic presentation we've seen 
and improvements that have been 
made so far are great. 


I a playable version of this sweet- 
I looking 3D action*adventure yet, 

I but the latest screens that 
Activision has provided us with 
make it look more and more like a 
must-have acme. 


Steve's been playing this since it 
came out, and so far he's liking it 
more thon the rirst. The combat 
system is new and improved, com¬ 
plete with real-time battles, and the 
cinematic presentation is obsolutely 
over-the-top. 


old-school, first-^rson 2Dipi^ 
and seriously tricky dun^&ht^ 
/ exploring. As of last check/the 
game had been green-lighte^/’ 
for release in Japan by the endi 
^ of spring. ■ ^ 


Square’s adventure epic has been 
confirmed for U.S. release, so 
we're very excited. It can sup- 

pleted in one sit- 


poseoiy be com 
ting, although it promises to con¬ 
tain enough secrets to keep more 
persistent players busy. 




\ We're Still super excited about 
^ Square's Chrono Trigger follow- 
3 up. We've just play^ so much of 
m the import, we’re aching to get « 

' *fiur hands on a U.S. version, so’^^ 
we can learn all the subtleties of 
the plot! 


who doesn't want to create their 
own skate parks? Tony Hawk 2 is 
still a wavs off, and this cool new 
feature atone is enough to hove us 
eogerly anticipating EA's newest 
skating creation. 


We're oil big fans of the Evil Deacf 
series of movies, so the more we 
see of this ocrion/adventure 
game, the more excited we get. 
So for, the game's looking very ?- 
fairiiful to the films. 


there are just two full months 
until PS2 is released upon Japan, 
and we're giddy with anticipotion 
of braving the huge lines in 
Tokyo's Akihabora district to snag 
machines of our own. 
























































































































AGONY. MADNESS 


DEATH 


CHEMICALS HAVE THEIR SIDE EFFECTS 


T/ie game that breaks the 
survival horror mold. 

-NextGen 


n 



C:\RION 

jDS:\VF-G9 

D-Felon-Telekinesis 

The ability to deliver powerfu 


Master a totally unique arsenal of 
psychic abilities! They are your only 
defense against the sinister Galerlans 






looks like the insanely 
popular Resident Evil series 

will finally have 
some competition.. 
-GameFan.com 


9f 


it 


Hope your PlayStation has a 

nightlight on it... ” 

-GamePro World, com 


CARION 

)D 5 :\YH-S 5 

Red=Pyrokinesis 

The ability to mentally incinerate matter! . 


Become totally immersed in a Hjlly realized 
3D universe that is yours to explore, 
yours to master - yours to obliterate! 
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Over 50 hours of reality warping game- ? 
play; plus over 70 minutes of stunning | 

h 

cinematics that propel the gripping story, j 
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THP ARCAV6- fAKTASV PliJHTf R PROW 
TH& INCR^PieLg COMIC POOK 5PRIP5 


CLASSIC JAPANSSP, COMIC BOOK 
sms ANIMATION COMBINBP WITH 
CAPCOM'S SISNATURB SAMBPLAV 








^XP^RI^NC^ SUPSR STORY MOP& 
UOARSP WITH AAIMI-£?AMSS ANJR OTHSR 
R/^NJ^SROUS QUESTS 


UNLEASH YOUR CHAR/^^TSR^S INNSR 
PSRSONIA IN THS F/WOUS STANP ATTACK 


WWW.CAPCOM.COM 


Animated Violence 
Suggestive Themes 


© CAPCdM CO., LTO. 2000 PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of 
Sega Enterprises. LTD. The ratings icon is a trademark of the Interactive Digital Sollv/are Association. 


© CAPCOM CO.. Ltd. 2000 © CAPCOM U.S.A., iMC. 2000 ALL^riSHTS nISERVED. CAPCOM and the CAPCOM 
LOGO are registered trademarks of CAPCOM CO., LTD. JOJO'S BIZARRE ADVENTURE and CAPCOM EDGE are 
trademarks of CAPCOM CO.. LTD. © HIROHIKO ARAKI & LUCKY LAND COMMUNICATiONS/SHUElSYA. 
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The mosr honesr, dependable, unbiased 
piaysrarian revieujs on The planer—period 

Yes, the PlayStation is incredible — but that 
doesn't mean ail of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on ail the latest titles, so 
you know when to buy and when to cry. 





This is the 
Game 

Summary, it^s 
kind of like 
"Cliff^s 
Notes" for 
all you lazy 
types who 
won^t read 
the whole 
review. 


Fear Effect..... , . . 

Jackie 

Jojo's Bizarre Adyen^re .... 

K-1 Grand Prfot# ^ ...;. 
Maryel Vs. Capcom ........ 

IVlisadventUres 
NASCAR Rumble . 
|^B$$ff6tGut 2000 
l®L 2000 . .. 




With our Replay Chart, you can see the potential lifespan of a game at 
a gloncei Some games are great fun at first, but quickly wear thin. 
Others are tough to get into, but really take off if you stick with 'em. A 
5 means that you will be playing it non-stop, while a 1 means its prac* 
ticolly in the closet. 


These are the categories that we think are most 
important when rating a game. Each is rated on 
a scale from 1 to 5. 






I I I ] e here at PSM want you to know that we take 
j our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!}. So when we sit down to review a new titfe, 
we look at it like this; if we had just shelied out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


Q*bert 001/2 
Quake II 0000 

SaGa Frontier II 0001/2 
Shadow Tower 001/2 
Silhouette Mirage 000 
Space Invaders OOO 1/2 

Spyro 2 00001/2 
Star Wars: TPM 00 
Tail Concerto 0000 
Test Drive 6 001/2 
Test Drive Offroad 3 00 
Thousand Arms 0001/2 
Thrasher; S&D 00 
Tomba! 2 0000 
Tomb Raider: Revelation 0001/2 
Tomorrow Never Dies 001/2 
Twisted Metal 4 001/2 
Vigilante 8; 2nd Offense OOOO 
V-Rally 2 0001/2 
WCW Mayhem 0001/2 
Wipeout 3 0001/2 
Wu-Tang: Shaolin Style 0001/2 
WWF Attitude 0000 
X-Files 00 

Xena; Warrior Princess 001/2 


GameDay 2000 0000 1/2 
. i Grandia 00001/2 

Grand Theft Auto 2 000 

hese are our ratings for Gran Turismo 2 00001/2 

some of the games released Hot Wheels Turbo Racing 0001/2 

Int. Track & Field 2000 0001/2 
Killer Loop 0001/2 
Legend Of Kain: 

Sou! Reaver 0000 

Lunar:SSSC 00001/2 

Madden NFL 2000 00000 
Medal of Honor 00000 

MGS: VR Missions 0001/2 
Missile Command 00 
Mission Impossible 001/2 
MTV Music Generator OOOOO 
NASCAR 2000 001/2 
NBA In The Zone 2000 001/2 
NCAA Final Four 2000 00 
NC/VA GameBreaker 2000 0000 
NFL Blitz 2000 0000 
No Fear Mt. Biking OOO 1/2 

Pac-Man World 0000 
Pong OOOO 


TWe R-HTINGS rrHEf=INB 


A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 


Arcade Party Pak OOOO 
Army Men: Air Attack OOOO 
Ballistic OOOO 

Boombots OOO 
Chef's Luv Shack 001/2 
Chocobo's Dungeon 2 OOO 
Crash Team Racing 00001/2 

Cyber Tiger OOO 
Dukes Of Hazzard 00 
FIFA 2000 00001/2 
Fighting Force 2 001/2 
Final Fantasy VIII OOOO 
Final Fantasy Anthology OOOO 
Formula 1 '99 00001/2 
G Police: WOJ OOO 


A really well-done game. If you're a fan of the genre, 
you should definitely check this one out 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe woilh a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one 
it's not worth one second of your time. 


hST WEEK S2ND WEEK 


1ST HOUR 1ST DAY 


1ST MONTH 


2ND MONm 

































































































































































































Midway 


Action/Plaffonn 


SNDMOhiTH 
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-4 Four death-defying leaps pre¬ 
sent on a single screen. Miss, 
and you're history. 
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ShiSSo^ iin'fa*’* Character movement is 

itHe bit fairer to extremely fluid, as are the 

_ seamless game-engine transi¬ 
tion scenes, and there is a nice 
mix of 2-way horizontal and vertical 
' scrolling action. The control system is 
straightforward enough to pick up and 
play, with some of Jackie’s finer moves 
coming as you get a bit more adventurous 
with your button presses. Alt this is very good 
stuff. But at points, the sheer number of thugs 
attacking you make the game very difficult very 
quickly and there are just way too many instances 
where falling off a platform results in death and a restart. 
Games should be difficult by being challenging, not by being 
unfair, and Stuntmaster can be downright despotic. 


r'VTriii rill 


A. 5 1« 




il*yi 


uie One of good game design: the player should never feel as if the game 
has cheated him (or her). Here's some advice for Radical Entertainment: 
See Rule One. Jackie Chan Stuntmaster takes the humor of the man's movies, 
mixes in his characteristically athletic martial arts moves and sets the lot against a 
platform game backdrop that demands as much fighting as running and jumping. 
Unfortunately, this backdrop is as drab and unforgiving as they come. OK, we can 
overlook the drab part: the almost total absence of textures in the game gives it a 
very utilitarian, old-school feel, where gameplay is emphasized over glossy delivery. 

But it works — it's fun to play — so let's move on. The unforgiving part, on the 
other hand, is a travesty of the first order. For all his super^cool grabs and throws, 
his 360-degree running backflip against a wail and his hard-hitting, lightning fast 
punch combos, it would seem that our superman Jackie can’t swim. Miss a jump 
on any one of a ludicrously huge number of unnecessan/ platforms and you're flot¬ 
sam, ejecting you back to one of the many interminable load screens. This is 
improved upon later — slightly — as you collect clapperboards that allow replays 
from a certain point, but they are few and far between and don't make the process 
any less frustrating. 
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K-1 Grand Prix 

A TRUE FAN-BOY GAME 



orget mud wrestling — here’s a game that simulates fighting while up to 
your waist in thick syrup. Yes sirree, X-ing has produced another K-1 game 
(the third in the series) and unless you're a hardcore fan of the series, it may be bet¬ 
ter to steer clear. Allowing up to 16 players to compete in the Grand Prix mode, K~1 
GP looks better than the previous two games and character movement is very 
smooth and realistic. Unfortunately, for all their power and martial arts skills, K-1 
fighters don't always move very quickly in the ring, and this game simulates that 
aspect a little too well. The simplistic fighting system allows you to pul! off all the 
familiar kickboxing moves — including the trademark stuff of all your favorite guys 




X-ing 2000/Dalt 
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4 Aerts takes one ta the head in 
the brutal world of K-1. 



1ST WEEK 2ND WEEK MST MONTH 2ND.MONTH 


1ST HOUR 1ST DAY 
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DDNTRDLS, SmW CHARACTER 


s u 

▼ 111 


BAM E 

S MOVE WELL AND LOOK LIKE THEIR REAL-UFE 


HERE FOR SERIOUS K-f FANS 


T DnLY FUNCTIDHAL SOUND EFFEinS. 


— but responses are sluggish and you're forced to button-mash far more than you’d 
like. This is particularly true when your opponent is unleashing a combo on you: you 
have to wait for the motion capture to finish and are incapable of fighting back or par¬ 
rying in the meantime. This frustration isn't helped by the fact that some bouts seem 
weighted in favor of certain fighters or moves (Andy Hug's axe kick, for example) 
and you find yourself picking your hulk up off the canvas far too often when you 
meet. These annoyances aside, K-1 fans will love the ability to create their own fight¬ 
ers, assigning a home gym and coaching staff along the way, and the new Ringside 
observation mode for checking out individuals and their tactics (to beat them later). 
Game options, such as number and duration of rounds, permitted downs and diffi¬ 
culty level can be adjusted, as well as whether the announcer speaks in Japanese 
or English: Tokyo or Las Vegas, tournament authenticity is maintained! K-1 Grand 
Prix is not for everyone, but is worth checking out if you live for kickboxing. 


Accurate simulation for fans, but tod slow for others 
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This game has more than 
[ust shooting and puzzle 
solving. At one point in the 
game, you take control of j 
the Australian, Deke, / 
and run along the top of 
a train as it plummets 
into a gorge. j 


TYPE iF BkUl 


4 The environments are all 
amazingly rendered and ani¬ 
mated, and some, like this 
scene from the fourth disc, are 
thoroughly creepy. 


4 For much of the third disc, Hona runs around in 
her underwear in a bordello. As long as she 
doesn't pull out her guns, the bodyguards will 
assume that she is just another working girl. 


here isn't a game in the PlayStation library that is 
mmmf more graphically innovative than Fear Effect. Much of 

actual gameplay looks like cell animation with a 
luscious style fitting somewhere between Aeon Flux 
Blade Runner. It admittedly plays a lot like Resident 
nninus the large amounts of exploration, but graph!- 
^^^BH^^|P| .:cally, everything feels alive. Each environment is moving, 

! from plants in the foreground to flickering lights and bugs on 
the ground. The look and feel of this game is truly remarkable; it's 
like nothing you have ever played before. 

The story and characters are refreshingly well designed and 
equipped with a mature tone. Within the four disc game, there are 
a few semi-nude scenes, including almost a whole disc where the 
lead female character, Hana, runs around in her underwear, blow- 
ing away bodyguards and skinless prostitutes in a Hong Kong 
bordello. There is also lots of cursing, which thankfully isn't 
played to the hilt, but enough to make a convincing story. 
Needless to say, the violence can be hardcore as well, but HI 
it's all a part of the level of rawness that Kronos was going after B 
and fits well with the tone of the game. ^ 

There is quite a bit of variety in the types of gameplay B 
that have been wrapped up together. Of course, you will g 

Resident Ew/title, with the inclusion of a handy rolling ^ BBk 

dodge maneuver and a sneaking move. The developers have 

Effect, doesn't measure health at all, but instead measures 

level rises and as enemies are dispatched or puzzles are solved, |||H|^| 

be reai brain twisters, but never T 

‘bl II 'll * I Th 

isn't much exploring and very little 
backtracking in the game. Often 
the wrong move will end a quick 

death, making repetition the only \ 

way to get through some areas. It's these linear ' 

qualities which give Fear Effect its unfortunate 
lack of replay value. Once you beat the game, 
that's pretty much it. You will probably never 


A For most of Hie second disc. Hie female character, Hana, runs 
around in a towel with a pair of pistols which can torget two 
enemies at once. 


< In some instances, you have to sneak around so you won't 
get noticed. Here the hardcore Glas carefully sneaks by some 
cooks in the back of a restaurant sworming with bodyguards. 




Eidos Interactive 
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1ST MONTH 2ND MONTH 
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An absolute blast and as good a sequel as you could want 


HIGH SPEEDS + NO GRAVITY = BIG FUN 


^ Huge air scoops and 
over-sized tires equal lots of 
high speed racing fun! 


^ ^ There are 
many different M 
types of racers w 
to choose from, V 
but all are sleek- 
looking, fast-mov¬ 
ing monsters! 


* 4;4«., 


The challenge 
ramps up by the 
Hurricane league. 




Y Mars begone! 
Some of the tracks 
are very picturesque. 


he first Hoticage was no slouch, offering innovative, breakneck racing set 
against landscapes looking like they were inspired by Total Recall. Fans say 
there was little wrong to fix for the sequel, so they’ll be delighted to note that 
Rollcage is back with a vengeance: faster, nnore explosive and bursting at the seams 
with variants of the only racing game around where gravity doesn't get an invitation 
to the party. Spinouts, the experts will tell you, only happen to lamers, but never¬ 
theless ATD wanted to make them even less likely — and here, they've succeed¬ 
ed. Their success extends to every other aspect of the game, too: a well-paced 
reward system ensures hard-earned wins unlock increasingly better vehicles, and 
the differences between them are pleasingly significant. The tremendous selection 
of tracks may be a bit harsh on the eye, but they provide a good deal of challenge 
and variety, with fierce competition coming from the CPU-controlled cars. There are 
no easy wins at the higher levels; in fact, by the time you get to the second tier of 
the Type II campaign, you'll be hard pushed to even place in the top three. 

Players can even choose between Total' and 'Classic' racing; the latter being 
straight racing action with no extra points awarded for blowing stuff up. Best of all, 

though, and for us the shining jewel in the title, are the brilliant bonus 
game modes. Of these, the 'Scramble' game was the one 
that got us into most hot water with our ferocious 
anaging Editor, Bill, as we kept telling him that we 
needed 'just one more go' to clear the latest track. 
But a man's gotta do what a man's gotta do, 
and if he didn't like it, we'd just chal¬ 
lenge him to a one-on-one battle in 
the two-player mode, where the fur 
could really fly. There is, in fact, 
almost nothing to dislike about 

If we were being picky, 
we'd point out that some of the 
more powerful cars are 
prone to directionless 
spinouts, but this is 
probably more an error 
of judgement at the 
selection process 
than a fault of the 


game. And any¬ 
way, that would 
be being picky. 
Ahem. Look, just 
go and buy the 
game already! 


Y it's got the power — but can 
you handle it? 


Look out for sharks in the 
underwater courses. 
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> Scramble mode: an 
office favorite, but it 
can get tough. 
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RollcapB Stage 2 
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pounds of concrete. 10 


city council 


meetings. 5 


days of digging. 


□r one game —Strset SkBer 2. Create your ouun skatepark! 



© 1999 Electronic Arts. Street Sk8er, Electronic Arts and the Electronic Arts logo are trademarks or registered trademarks of Electronic Arts in the United States and/or other countries. Ail rights reserved 
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□ve called this 
4 Bizarre 


game Jojo 
Clothes^.. 
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JoJo's Bizarre Adventure 
gives nev/ meaning to the term 
"shadow boxing” with its inno¬ 
vative Stand fighting system. 


nn««CH EDDD 
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eproducing the design of the Japanese nnanga cormic on which it's based 
the letter, JoJo's Bizarre Adventure is easily Capcom's most unique 
r. What really makes it stand out from the pack, however, is the incred- 
versity of its characters (which include, among others, a dog and hawk) and 
an innovative fighting system. 

In a nutshell, the game's characters are possessed by spirits, called Stands, that 
can split off during battle and execute powerful attacks of their own. Each of these 
Stands is different, ranging from ghost-like warriors and living shadows to a puppet 
that springs to life and 'ights while its master stands bac< and blocks. Some char¬ 
acters can send their Stand out to attack and then get some punches of their own 
in, leading to two-on-one and even two-on-two fights. There are even characters 
that wield weapons, such as Ho! Horse and his pistol. Messy, on the other hand, 
can conjure spells to shrink his enemies and reduce their attack strength for a short 
period. 

The home-only story mode (in which you play the lead character, Jotaro) is actu¬ 
ally very well done, and benefits a lot from the intriguing storyline of the manga. The 


arcade mode itself is interspersed with some 
really cool side-scrolling bonus levels, 
somewhat simitar to the beat-'em-up 
mode in Tekken 3. 

Street Fighter purists may be turned 
off by the game's rough spots and 
relatively shallow combat, but it's cer¬ 
tainly Capcom's most creative fighter 
to date — not to mention a lot of fun. If 
you're looking for a really cool change of 
pace from the numerous play-alike fight¬ 
ing games out there, or just want a 
taste of what the future might hold for 
the Street Fighter series, this is 
your game. 
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Marvel Vs. Capcom 

CAPCOM'S HEROES RETORN TO THE SPOTLIGHT 


T 


he most popular of Capcom's versus titles. Marvel vs. Capcom. now 
makes its way to the PlayStation in almost perfect form. The game boasts 
fifteen initially playable characters, some returning from previous Street Fighter 
games and others taken from Capcom's archive of classic games. Along with the 
ever-popular and seemingly never-aging Mega Man, you have the likes of Captain 
Commando, Strider Hiryu and Jin (from Cyberbots) making their debuts. This adds 
up to one of the more varied and interesting cast of characters yet. 

As far as arcade conversions go, Marvel vs. Capcom is just about as good as you 
can get on the PlayStation. The character sprites are clean and well animated. 
Special moves are easy to execute and the game moves at a blistering rate. There 
are just two problems: the lack of a true tag-team mode and the excessive amount 



o M m 


Nicav VARIED CAST 


DF CHARACTERS 
RESPONSIVE AND CHARACIERS 


Virtually nq slowdown at all 
There is very lihle inndvaudn 



The sprites are very clean and 
well animated. Hey, it's clob¬ 
berin' time once again! 


of "special effects". Despite the fact that the PlayStation can't handle the tag-team 
character swapping in mid-battle, Capcom still insists on releasing games that are 
based upon that system of fighting. Sure, the included Crossover Mode does allow 
you to play the game like it is in the arcade, but only if you fight against the exact 
same characters that you are using. Also, the game is sometimes just too over the 
top. By adding dramatic flashes, special effects and zoom-ins to virtually every 
attack, Capcom has made the game more confusing than it should be. On the plus 
side, there is virtually no slowdown to speak of. 

MvC is easily the most complex of the versus titles, so depth certainly isn't an 
issue. In fact, the addition of several new types of team attacks and special moves 
helps to provide this Street Fighter title with just enough extras to warrant a pur¬ 
chase. Still, we think it's time for Capcom to take the series in a whole new direc¬ 
tion. No matter how hardcore you are about the games, they are really starting to 
feel like just more of the same. 
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E l ith hardcore fans of a game, the more realistic it is, the better. But for the 
P more casual audience, giving that same game the extreme makeover can 
make it more appealing (NFL Blitz being a recent example). Such is the case with 
NASCAR Rumble. By going for the “over the top" treatment, EA Sports has breathed 
new life into NASCAR racing; turning it into a frantic, rough-and-tumble experience, 
where cars hurl through exciting, varied terrain, catapult over terrific jumps, and 
scream through crazy shortcuts. Both single and two-player modes crack along at a 
ferocious pace, and the excellent sounds — including a ringing metallic crunch as 
you land the big jumps — really help give the impression that you're crashing around 
in a big beefed-up hotrod. The 'themed' tracks are really, really good, with substan¬ 
tial shortcuts and none of those 'dead stops' that plague other racing titles. The chal¬ 
lenging CPU Al puts up a spirited fight most of the time, and they really turn the heat 


TYPE OF BANE 


< Hey, this ain't the bridge 
over the river Kwai! Worms 
Armageddon is one of the best 
multi-player strategy games 
available for the PlayStation. 




T | hat's right, the most incongruous of action stars are once again ready to 
f grace PlayStations with their arsenal of witty, silly, and most of all, destruc¬ 
tive weapons. For those who missed the first game. Worms was an instant sensa¬ 
tion on the PC that, while well received in Europe, failed to make a huge impact here 
in the states. Perhaps we just weren't ready for a Scorched Earth-style blow 'em up 
competition staring little pink invertebrates or perhaps the words "turn-based strat¬ 
egy" just made consumers run in fear. Whatever the reason, Armageddon is here 
to change the way we think about worms. 

Up to four players take control of one team of worms each that they can name 
and even pick voices for. They then decide on a background terrain via an ingenious 
randomizer and let the mayhem begin. Although it is a deep strategy game, this is 
one title simple enough to play right out of the box. The games are 
fast-paced and chaotic, with worms being laid waste by such 
weapons as exploding cows, cranky old women, 
and the holy hand grenade, as well as .. 

the more conventional baseball "."T , - 

bats and handguns. All of the 
violence is handled in an easy- r |n|| 

to-digest cartoony style, mak- 

ing this a great game for ■|^H|T 3 | 4 ^^|^ 9 ^^|||||||b|||^^ 
almost any age group. 

Training missions that Intro- 
duce the various weapon sets 
and almost unlimited customiza- ^^k;| 
tion options make this more than wf ' 
just a party game. Being able to 

play on the couch almost makes up for the resolution drop that 
was necessary to port it from the PC. Armageddon is here — 
make sure you have an exploding cow handy! 


^<1 A secret rocket-powereci 
vehicle on a kerraiy track — 
watch out fer them chickens! 


during a competition, so it's not always a cakewalk to take 

MW i ^ HBB^^Mir-.-^ first place. Most of the potentially annoying features, 

such as the oh-so-amusing commentator and the 
frequency of on-track items, can be scaled to 
your liking, leaving the only real negative of 
this game being that sometimes there's a 
little too much 'ganging up' against the 
lead guy. At some points, you'll be hit by 
three or four consecutive disabling 
weapons, crossing the line over to pure 
frustration as you're rendered totally help- 
less. There's a bit of polygon clipping in evi- 
dence and some attacks are nigh-on impossible to avoid; the man- 
Br ua! advises that one way you can avoid the twister or blizzard is by slowing 
r down {and this actually works), but slow down in a racing game? What kind of 
advice is that? NASCAR Rumble is the best thing that's happened to the sport for 
a long time. 
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eli, it's a good thing the PiayStat!dn2'w|v0g||Fg|t:tim^^ 

|5|jy hockey season; NHL 2000 proves that thdre;|®||Stuch stear^^^ 
beloved (but aging) console. Sure, there are sohne;td*®iffiRhw 
|iere over last year's game, such as a slightly increaseddramdW® ^nd the requisite 
heyv-animations, but the two games are pretty nnuch idehtidarvvhen to the 

sights and sounds (not a bad thing by any means, as^tlepHd series^ h^ 
been top-notch is these departments). ; . ; 

Where A/f£ 2000 distinguishes itself over itsdgreill^rsddvt^ 
mode. It's a nice addition, but it could have been; tak#^d^hidphprthen Afte 
season, a few players will retire, you'll get to draft a d^l^r^ppd free agent or 
two. There are no salary considerations (althoughMe^gll^^iliTefuseTo sign with 
iiur team for their own, undisclosed reasGns),>scrdti®t|^^^isieiniifis!; in other 


treatment it deserves in 




it's ■ a Ibd nhdre?Qf Tie^^®ifi 
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ciiSmeafen 


react intelligently fbfThe 


crisp and responsive, but when you tn/ to gain CGntml;6|i||^yih|:pl3yec; it s almost 
impossible to get him going in the proper directio®ghf^ffivffi^®- 90 . 1 ^ has 
always been a particular problem with the series, and^Nfeybdgi^:U after 

some time, it's somethinq that should have beenTixdd bvTidw. ■ ^ ^ 


ey game, you re 
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Old flames die 
out, but I can 
always make 
new ones. 
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■4 This Sukharov fighter is a 
pure joy to fly, let alone fight! 


PUBLISHER 


DEVELOPER 


TYPE OF GAME 


-’ll 








4 This is one of the more fan 
tastic aircraft you get to pilot. 


i 


- S •‘ijsi’A’l-H U . - “l ILI 


A In one mission, you have to tail a spv plane through a 
canyon, which requires some very careful flying. 


r lij 






^ New for the series is a button 
you can press and hold to see 
where your plane is in relation to 
your target. 


B ach Ace Combat game from Namco has been 
the best jet fighter shoot 'em up games of their 
time and the third in the series is no different. They have 
really out done themselves with Electrosphere, one of the^^H^^^f 
most stylish and refined games we've played since R4. 

The physics and control have always been superb throughout 
the series, but use of the dual shock has been honed to perfection 
in this game. All the planes are easy to fly; any aerobatic maneuver 
you can think of is easy and fluid to do. This is the closest thing on 
the PlayStation to a flight sim. 

Breaking away from tradition, half of the beautifully rendered aircraft 
you get to fly are totally original designs, mostly quite spectacular-lookingr - 
space-age stuff. There is still a selection of more traditional fighters to use, 


W Half of the oircraft are com 
pletely original designs,. 










and airbrakes. Also, the new warping of the air effect as you blaze on the; 
afterburners is very cool. There are surprisingly few weapons, although yoti 

are often given the choice of which you want to use for a mission. We real- - 

- * 

ly wish there were more. As far as missions go, there are several terrific | 
new experiences, including one where you have to remove satellites /; 
from low orbit in a space craft, then reenter the atmosphere. We just Ai; 
wish there were more, although the overall mission variety is satisfac- / Ti 


^ There are new experiences to 
try In this sequel, like piloting 
this Blackbird spy plone in the 
stratosphere. Ch^k out the cool 
missile trails. 


eling, but again, we wish there was more of it. 

Where this game will potentially win awards is in the graphics 
department. The visuals here are on a level few games can match. 
The environments and landscapes are breathtaking, with bridges 
to fly under and skyscrapers to fly between in all kinds of weath- I 
er and times of the day and night, The cloud and sky effects are | 
gorgeous and there's even cloud cover to fly through at times. The 




HUD is improved, making 
piloting even easier, but it is 
very unfortunate that the 
bull's-eye message has to 
cover your playing view 
whenever it appears. 
Rounding out the visual 
package is a killer replay 
mode with some user-con- 
trolled effects to fiddle with 
and a highly stylized front 
end that is quite pleasing to 
use and look at. 


A Notice the beautiful reflection of the sun on the water and the 
lens flare in this shot. 
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: IS wsf sflrsoy but me 
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from the start 


ketbai! experience on the PlayStation; NBA Live the top dog. That does 


in terms of gameplay. v 

Graphically, the game is almost on par witHItSboops sim,^^w^^ players that 
look great, but suffer from one problem; theilpef^^tribpve animations are almost 
non-existent. That means when a 
:®pve or even a simple drive 1 
IplTd the next. It's not a hug( 
gJtfte spastic. The sound, on 




» NBA Live, 


M 




' '-tfrrlA/O 


®iSn(i)Dtot/f is also more inventive thSiitsiM^^M^ImPMive details. T 
llafid out; the create-a-dunk feature ^dmelsIofSSSei'Makinaainm-shuddering 
jam is just about as fun as playing the ganhg?l|^Mt||ngthing feels better than 
dunking on a friend with a move that you cfeap|p^®@nnple:;shot meter adds a 
new layer of challenge to the gameplay and vyii(S®e|^: to practice at length if you 
want to be a master shooter. ■ ; 

a,;; if only the gameplay was at the same level; W is much 

improved over the last addition to the series (Shootout '981 with better control and 
faster play, it just has too many little gameplay prdbiems. The: jumpy animation that 


ly play like idiots, the shot button is not very respon¬ 
sive, and the difficulty settings seem to only affe^ 
the computer's shooting accuracy. 

". We waited two years for this title; but 5 : 4 ^ 
onfortunatety the extra development time 


I -; fliis guy may hove gome; 
L t^BA Shootout doesn't 
! A - have much. 
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\ Always preferred 
^ my weapon to my 
woman anyway. 
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4 This pretty beach section hides treacherous sands thof II kill your speed. 
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IS A RALLY, RALLY GOOD GAME 


UU 


ell, at long, long last, Colin McRae Rally has come to the U.S. and if you're 
a rally game fan, you're going to be wondering if Christmas has come a 
whole nine months early this year. Virtually unchanged from the version released in 
the UK well over a year ago, McRae is the rally game to beat them all. Probably the 
most important aspect of any racing simulation is the control, and baby, it really, real¬ 
ly doesn't get any better than this. 

While the cars all handle differently, the handling using the analog stick for steer¬ 
ing is both precise and responsive, with the result that you feel in total control of the 
cars at all time. Power-slides, late braking, throttle feathering and making tiny adjust¬ 
ments to the steering are all not only eminently possible, but almost poetic in the 
execution. There's huge variation in the tracks, both in terrain and elevation, making 
it a jarring, exhilarating ride (especially using the in-car POV) and the tough competi¬ 
tion from the other drivers will seriously test your driving skills on the higher difficulty 

setting. The game also has the 
best navigation system of its 
type too, with very concise, 
lucid instructions from co-driver 
Nicky Grist that are clear enough 
for you not to have to pay any 
attention to the onscreen direc¬ 
tion arrows at all. 

For those who demand 
attention to detail, note that the 
terrain really affects handling — 
it's not just a case of 'ah, it's got 
to be muddy, so let's color 
everything brown', as you see in 
other games. Here, mud looks like mud, but it also 
behaves like mud, splattering up all over the car body 
and making life very tricky indeed if you've neglected to select the appropriate tires 
at setup. It'll also increase your chances of damaging the vehicle, which, as McRae 
himself will tell you during the excellent Rally School training mode, is a no-no, 
because it's not your car! All this, along with the constantly varying tracks and 
authentic engine sounds conspire to give the player the most absorbing, involving 
rallying experience ever in a game. 

There is a downside, however, mainly due to the game's age. The graphics look 
a bit dated by now and while this doesn’t detract from the game much at all, 
PlayStation owners should justifiably expect sharper graphics from new releases 
this late in the console's life. Surely it's not too much to ask to expect a little extra 
over the Japanese and European versions after all this time? It hurts to do it, 
because otherwise Colin McRae Rally is THE quintessential rally game out there, but 
this oversight alone warrants a docking of at least half a point from the score. 



M. Corsica's windy roads make it 
hard to hit the checkpoints in 
good time. 
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< The bonus Super stage track 
is a head*to-head knockout run. 
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B3£ 



A Hit a couple of cones In advanced training for an instant fail. 
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Capcom 


Actron/Adventure 


DEVELDPER 


TYPE OF SAME 


4 The game's "free" mode is 
where you'll encounter all sorts 
of mechanized enemies and 
massive bosses. The level 
design is topsl 


PUBLISHER 


Capcom 


T Capcom's latest Mega Man spin-off has you 
guiding the villainous Tron Bonne on a mission to 
repay her family's debts by uncovering valuable 
treasures and stealing money (called Zenny). 




> The Servbots 
themselves are 
kinda cute, in 
a mechanical 
kind of way. 
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tST HOUR 


1ST WEEK 


2ND WEEK 


1ST MONTH 1 2ND MONTH 


ollowing the adventures (or, in this case, misadventures) of Mega Man 
Legends villain Iron Bonne and her comical sidekicks, the Servbots, The 
Misadventures of Tron Bonne proves that you really can mix several different types 
of gameplay without sacrificing any one category in the process. 

From the very outset, it becomes clear that this isn't your everyday 
action-adventure game. Her crew of 40 super-cute Servbots assists her on 
missions by attacking enemies and investigating areas she can't reach in her Gustaff 
mech. Each Servbot has their own name, personality, and hidden specialty - kinda 
like the monkeys in Ape Escape. An entire potion of the game revolves around 
talking to these little guys between missions, playing mini-games to increase their 
stats, and sending them on scouting missions to recover items that'll upgrade 
your robot and the Servbots themselves. You'll play for days just trying to unlock 
all of their talents alone! 

The main game world is divided up into several areas, each offering a different 
type of gameplay. One area, for instance, is a bank heist scenario that gets pro¬ 
gressively more difficult each time you play it. Another is a 
crate-moving puzzle where you've got a limited number 
of lifts and moves to load supplies onto your ship. 
Role-playing enters the fray in the form of a first-per¬ 
son dungeon romp with lots of corridors and 
traps. The game's "free" missions are the most like 
Man Legends and really put your giant mech 
Servbot team to the test against massive boss¬ 
es and tricky obstacles. Each type of gameplay 
has received the same large amount of atten- 
, and while they might get a bit repetitive at 
times, there are enough surprises thrown into 
the mix (by means of storyline twists and tricky 
ons) to keep things interesting. 

Rounded out by super-sharp graphics, coo! char¬ 
acters, and solid control, The Misadventures of Tron 
Bonne ends up being one of the most unique action 
adventure games yet seen on PlayStation — and one that 
really shows off Capcom's renowned game design tal¬ 
ents. it's an extra challenging adventure that'll keep you 
for days, and make Mega Man fans all the hungrier for 
blue wonder's next adventure. 

She's cute, she's stylish, 
and she's realty, really evil! 

How cool is that? 




Playing the mini-games 
aboard Tron's airship 
enables you to increase 
your Servbots' stats — 
but be warned, these 
games aren't just a 
piece of cake! 


A Tron's mech, the Gustaff, can pick up pretty much anything 
and use it to squash opponents. Ouch! 


4 Spelunking for valuable gems in your primary goal in the 
game's role-playing portion. There are lots of traps for your 
Servbots to disarm. 


A MULTI-GENRE ADVENTURE YOU WDNT WANT TD MISS 

























































































































1000 

Tool" Introduced to 
Eastern Continent 
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Rebellion Fall of the 
of Nika Empire 
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InvenHon 
of "Tool" 
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Migration to the 
Southern Continent 


Gustd^e^l weds 
Sophie^ Martfuise ofNohl 


Establishment 
of the Empire 


Bahn 

Expansion 


When GuJitave XIII turnwt“-"i^r^his mother Sophie 
passed away. Gustave XIII attacked and seized the 
DUKEDOI OF WIDE upon turning 20, , ^ 


X he story of the GUSTAVE Empire 

belongs to a time when the people used the magical 
power called “Anima'* to conjure mighty spells. 


The Kingdom of Finney was ruled by Gustave XJI . 
Gustave XII was attacking the Marquis of Otto when 
TrUSTAVE XIII was bom to himself and his wife. 
SOPHIE DE NOHL. Gustave XIII was destined to be 
the heir of the throne. He would later have a brother 
named PHILIPrE anfi a sister named MARIE. 
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fig. 15: Gustave Xlll (the younger) age 15 


fig. 14: The Royal Family Gustave 


After he exiled his wife and child, Gustave XII 
lem'afnM’lfHdJiad ^ son. He named the newboni 
GUSTAVE XI5r^ho would eventually become the 

Gustave Xll died, 

AtCll 


tire FIREBRAND CEREMONT in wbich he was to 
pro%^e his worth to become the heir of the throne 
Diiring Uiat ceremony, Gustave XIII found that he had 
not the power “Anima.’' Because of his inability to im 
Anima, Gustave XIII, along with hts mot^ -^i^lme 
exiled from the Kingdom by tl^^_King>Philippe 
and Marie would never see their mother again 
ITniippe was terribly saddened by the loss of his 
mother and blamed Gustave XIII for this. ’^Tiile he 
still had the pride of Royalty, Gustave XIH became a 
target of contem])t resulting in his twisted personality 


Philippe became tl 
passed away. Marie was forced to marry' CANTAL, the 
iMarquis of Otto, for political reasons. Gustave XIT 


new 

seized one-half of the Otto territory in return 


were 


Gustave XIII became the hero of those who dicl not 
have Anima. Instead of relying on the power of magic 
he and his partimrs develo]>ed skills to vise machines 
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Finney Kingdom 
unites Merchmin 
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Philippe JJ 


Cantal gains control 
ofMetchmin Territory 


1269 ; 1271 

Death of DtstrucHon is 
55iKit?<!JOli Hahn Novo 


1220 
Birth of 
Gustave XUl 


Battle of 
Buckethill 




r-—— ^ XIII became known as GUSTAVE THE 

. He planned to expajul his territorv, but was 

Kli seizes * * 

i of Wide when he and a small regiment were assaulted 
aunng m\ ex]>editioiL He was;i^-^arH old. 

After the Battle of Buckethill . Thilippe requested to 
rule the Kingdom of Finney. He failed in the 
k^'irebrand Ceremony forelni' him to name his son 

KTILUTE II. the twsf of tfi. throne. At his Firebrand 

iravn Fhiiipiie 

vord used 


her Terottrces such as raei„.. 

became a threat to other 
RciII, along with his partJier KELVIN 
I OF JApEJTStkcked the Kingdom of Finnei^B 
Itle of BuifJbwiil Cantal and Philippe promisefi 
I with Gustave XIV for this battle, but backed 
Ihe last moment, leaving Gustave XIV to suffer 
Because he used metal to improve his military, 
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fig. 16: GUSTAVE THE STEEL 
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ra enchu has returned for 
more ninja bloodshed on 
the PlayStation, and we've got the 
exclusive! Fans of the first game will 
definitely have reason to get psyched 
for Tenchu 2: Stealth Assassins. 
especially when you consider that it 
could very well be the only "stealth- 
type" game released all year. 

Tenchu 2 is actually a prequel, set 
five years before the events that took 
place in the first game. Rikimaru and 
Ayame return as the two main 
playable characters, but at this point 
in time, they're teenagers in ninja 
training (there's also a mysterious 
new third playable character, but you 
have to unlock him first}. There is a 
much deeper story this time and, 
depending on which character you 
play, you'll get to see different pieces 
of the whole picture. All total, there's 
approximately two full hours of CG 
movies and in-game story scenes (in 
one of these new scenes, you will 
get to see how Rikimaru got that 
dashing scar over his eye). 

As for the story itself, Activision is 
stilt holding on to most of the juicy 
details. Here's what we do know: A 
rival ninja clan called "The Burning 
Dawn" decides that it doesn't want 
to work for its lords anymore, and 
kilts them. But even that's not 
enough — they decide they have to 
kill all the lords, even those that rule 
Rikimaru and Ayame's clan. Of 
course, our dark heroes don't take 
well to this, and end up in the middle 


of a bloody conflict between two 
warring clans. Because of the story's 
focus, your enemies this time wii! 
mostly be human, without many of 
the weird "cult monsters" that popu¬ 
lated the first game. 

One knock on the first game was 
that it wasn't long enough. That 
shouldn't be a problem this time, 
since Tenchu 2 is packing a whopping 
32 stages, and they're larger than 
before, too. Another cool point is that 
you can see much farther in the 
stages now, since the horizon line has 
been extended by about 14 feet. The 
sequel also boasts cool lighting 
effects and a more polished engine. 

Of course, there are plenty of 
new ninja abilities in the works, too. 
Each character now has six or seven 
Stealth Kills, and you can now swim 
underwater and breathe through a 
bamboo reed. You can also push 
objects, such as large rocks, to 
uncover hidden doors and traps. You 
can pull dead bodies out of sight, and 
even dispose of them in a river. And 
of course, there will be plenty of new 
ninja items and weapons, many of 
which are long-range (such as flam¬ 
ing arrows and a blowgun). Plus, if 
the developers have time, they hope 
to incorporate wail climbing, as well, 

Add all of this up, and Tenchu 2 is 
looking to be one really cool game. 
It's stilt early in development, but we 
can't wait to get our hands on a more 
final copy. As soon as we do, rest 
assured we'll bring you an update! 


nic6 .. toUCiH'es';;;i| 


these cool npple 
ejects -in the 
fFbwing woter. 


v” • ’* -^rrrTr- 


If there s one' say 

about the niniarsitS:ifit^hthey'M:'darn 
sneaky. They couIdJobmCihto^ybuf ^ 
drink all your soda! .wai^lj'^your TV and 
sleep with yoif inypPnttpJShdyouwould 
never know they vvef0ifee!:<c'.-& 


4 There ore many new item's to help you 
sneak up on hod guys, but liptbif^'s guile as 
satisfying as staljking the o|d fasniohed way. 




A The|hpr»i^HCj^^ 
back/fspi'^/yduy 
much Joiner dista^ 
original - ritle.r :.' ■ ; / 


▲ Who said the ninja were afiraidi lb 
get wet? There will be lots of areas 
that you caii only get to by swimming 
underwater, and an ^'air pouch" type 
item is planned so you can stay down 
extra long. 


A Some of the new enemies wear this crow 
mask. These "Crow Ninja" are much harder 
to sneak up on, so watch your step! 
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^ Hey, HOBcm ^ 

KILL6 N/NM /IROUNP 
V MERE BUT MB.' ^ 


^ you PARE ^ --^ 

ATTACK m, THE '^OU SHAUL^ 
5s. A®RO? ^ PIE A HUNPRBP 

PEATH5/ ^ 


NOT SO 
HERO 

^TYPE ouy/ 


SRINO > 
IT ON, 
IMPOTENT 

^PO&l A 


ARGH! 














Ninja 


Tenchu 2 features a deep, dramatic storyline, 
with lots of cutaways to either prerendered or 


real-time cinemas. Here's a quick example of 
the heavy-hitting ninja drama: 


QBATN 
TO ALL N/NJA/ 
MH! 


* OF COURSa, THa RBAU 
STORY SHOUUP Sa MUCH, 

MUCH sarraR. 






jk 


In 


here, the 


motion-captured animations for running and 
many actions weren^t in yet, but should turn 
out great. 


4 We've said it before and we'll say it again 
you just can't beat arterial spray. Kids, 
this game ain't for you* Oh, and of course, 
don't try this at home... 



A The grappling hook is back, but works just a little differently now. There's more of an 
arc when you throw it, and you can't just hook it on a flat wall; there has to be a ledge. 




The first Tenchu only had two ren¬ 
dered sequences — the beginning 
intro movie and the ending, and the 
animation was very nontraditional. 
For the sequel, lots of standard pre¬ 
rendered story sequences have been 
added, plus real-time scenes, too. 


A The prerendered FMV story scenes look pretty good; way better than the quick 

movies seen In the first game. 



c : 



A what's going on here? Just remember, the ninja is a master of disguise... and check out 
that cool rain effecti 


A Whereas every level in the first Tenchu was 
set at night, daytime missions have been intro¬ 
duced for the sequel. 


> Ayame belongs to Hie same clan as 
Rikimaru, and she's actually faster 
with her sword than he is! 


A There's a lot of new enemies to sneak 
up and stab in the back, and this time, 
the focus IS on other ninja rather than 
the supernaturol. 
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Mi&MMiil 


We don't mean to be politically incorrect 
here, but the best part of Tonchu was 
sneaking up on some unsuspecting bad 
guy, and letting him have it with your 
sword, in the sequel, lots of new Stealth 
Kills have been added, about six or seven 
per character. I 








A You can expect a lot more from the environments this time around; lots more interac 
tion with objects, even trap doors. 


a AH the moves from the first game, such 
as the crouch and roll, are back, plus lots 
of new techniques. 


Here^s the classic SK. Crouching low, 
Ayame sneaks up behind her prey, and 
then gets to whackin' with shaip, dead¬ 
ly instruments. 


A The environments are much more 
interesting now, with a weird mix of 
areas with good cover, and wide open, 
hard to cross fields. 






A The enemies are said to be much more 
intelligent this time, so you won't be able 
to just walk up on them, like in this early 
development shot. 


In Tenchu 2, part of remaining unseen will 
be to clean up after yourself. If you leave a 

someone's 


pile of bodies lying around 
bound tomotice and come after you 


■Aom 


A If you can surprise your enemy ond act 
fast enough, you can also pull off a SK 
from the front. The animations are differ- 

on which angle you 


This feature hasn't been implemented at press Hnie, but here are some conceptuol sketches on what you can expect, if 

there isn't anywhere to hide them, just toss'em in the drink! 


ent depending 
approach from. 






mmm 


-- -- 


What would a ninja be without all those wonderful 


game are back, plus lots more. Let's take a look at 
some choice selections, shall we? 


result is 

bebihiTil^hldr^^ ^ 


A Pqijsiph and run 

for the hills. Anyone who breathes in 
this deadly gas is going down. 


A Flaming Arrow; Now you've got 
something in your inventory that you 
can make a bad ninja go "boom" with. 





He 
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character graphics. Ayome's 
face looks way better now. 


< Traditional ninja fans, 
there's no need to worry 
about those daytime mis¬ 
sions — is this level dark 
enough for ya? 


P‘ There are lots more char¬ 
acters involved in the story 
this time, and almost all of 
'em look bad-ass. 


I This is another good shot 
that really shows the 
improved detail in the char¬ 
acter graphics. Rikimaru 
kept the "horns" hairdo. 


The developers are 
promising a much tougher 
game with Tenchu 2, but 
there's also lots more room 
to be creative. 


When the crop hits the fan 
in Tenchu's world, it really 
hits the fan. 


Iti lighting is ti 
iv just take 
Coding and $| 




ter tnat.w Deat" 
ing the/ 

DeperKiing on 

VO u p ! ay through as v ;|Su' s ee 
different pirts 6l- thpjstGf^ /tet'S: 
take 3 look at the main efet; - 


Rikimaru: He's fiye| 
lounger than in the firi^j 
^ind he's yet to receive his 

^dHc/jftd'r. "-sill 


gpm.e^ 



▼ Each character has their 
own unique moves, plus 
lots of new stealth kills. 


^ The item and weapon 
inventory system works 
exactly like tt did in the first 
game, and makes it easy 
to swap between stuff in 
the heot of the action. 


On March 4th, 2000, 
thousands of Japanese gamers 




Highlights include: 

“ The Seven Deadly Bfyths about 
imported console games. 

" Where to buy them for the 
same price as domestics. 


How not to get stuck in 
panese RPGs, rr.::x. 


WWW.gametnougnt 
Not endorsed bv Sony. 
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RublisiiBr ActivisiDn 
Developer Matrix 


Release Date Spring 
Type Action/RPG 
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Even before the 16-bit era, simplistic mini-games have played a 
part in role-playing games, in Alundra 2, however, tltey-re integral 
to the adventure. Ten mini-games in'ali are plannedjrangi^^ 

^ fiobotrm clone’ to a: game of darts, and ea^;5ng;^ust be^mas? 
t^ddn^dfdar td-tecoive several essent^f 


JlMe:8St HP:27 




I ction-RPGs were propelled into the spotlight back 
' in 1985 when The Legend ofZelda was released, 
but the genre didn't really take off on PlayStation until the 
arrival of last year's Alundra. Bearing a lot of similarity to 
the classic NES adventure, but with enough personality 
and innovation to set itself apart, the game was an instant 
smash. Now its creators at Japanese developer Matrix 
have teamed with Activision to deliver the inevitable (and 
much anticipated) sequel. 

Despite the sequel's title, you don't actually play as the 
original’s hero, Alundra. instead, you assume the role of a 
young swashbuckling adventurer named Flint, who has 
accepted the daunting task of rescuing the king of Veruna 
from the evil Baron Diaz. Unfolding in true adventure epic 
style, the storyline relies on more than two hours of game 
engine cinemas, all of which are fully voice acted. 

In terms of gameplay, Alundra 2 remains faithful to its 
predecessor, with some welcome additions thrown into 
the mix. Puzzles still play a major role in the game, and 

Flint, like Alundra, has the same 
basic moves at his disposal: 
walk, run, jump, slide attack, 
and dash attack. A new 
inventory system lets him 

It seems that even action- 
RPGs aren't immune from 
mine cart levels, but ot 
least Alundra 2's looks to 
be more than just a simple 
race to the finish. 


Meet your 
new, daring hero: 
The swashbuckling 
adventurer known 
as Flint, who fills in 
for Alundra in this 
anticipated sequel. 


As in the first game, mind-bending puzzfe. 
play a major role. Some are of a simple “find ■ 
the trigger" or "light all the torches" variety,,;' 
while the more advanced ones hav^ ' 
several elaborate steps that will kee§| 
you guessing for ages. 


hold up to three . 
items in his pockets : ■ 
for easy access, in | 
addition to any num¬ 
ber of other items in 
the main inventory 
— many of which 
you'll have to master 
ten mini-games to 
acquire. Flint will also 

be able to learn new swordplay techniques 
from a weapons master and call powerful magic into com¬ 
bat after acquiring earth, fire, and water elementals. 

Since the game is now set in fully polygonal environments, 
you're able to rotate the camera a full 360 degrees and 
select from three zoom settings, all designed to provide a 
better view of combat and hidden items. The shift to 3D 
has also helped increase the sense of scale, especially 
when confronting boss characters, and makes some of the 
many environment-based puzzles all the more challenging. 

Due to arrive later this spring, Alundra 2 is set to offer 
up a mix of puzzles, battles, and boss characters 
that promises to take more than 40 hours to 
complete — so would-be adventurers had bet¬ 
ter start honing those sword-fighting skills! 






x'- 










A Lighting torches to unlock this area's exit is 
one of the game's more basic puzzles. 


A Later on, things get a lot more difficult. This 
puzzle requires you to perform several chal¬ 
lenging tasks in order to progress across 
these blocks. 






< Some boss encounters introduce 
decidedly orcode-like gameplay, 
such as when Flint must swim 
away from this shark ' x 


while leading it 
towards the underwa¬ 
ter mines. 


A Clearing all of the enemies in certain 
areas will lower treasure chests and 
open doors — gotta love those monkeys! 


^ Since the game is entirely 3D, you con 
rotate the camera for the best view in 
combat and to help find cleverly hidden 
items, much like in Square's Xenogears. 


A Each boss has a weak point and 
attack pattern that must be discovered 
and exploited if you plan to defeat them. 


Hedova is just 
one of the 
voluptuous female 
characters Flint will 
encounter during 
his adventures. 
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^ During the game/ you will come across several 
other characters who will help you out. It doesn't 
^ look like you will be able to control any of 
them, but a few will {oin you in battle. 


nVv hile ParaMa. Eve wasn't necessarily the 
I Sfb? P greatest RPG ever, it did try some new ft 
things and managed to combine elements from ^ 
the action, adventure and RPG genres in a 
rather innovative and cinematic manner. 

Interestingly enough, for this sequel, Square 

has decided to start from scratch with a com- HEflHHHl 

pletely new development team. Apparently, the 

company wanted a whole different approach for 

Parasite Eve // unfolds three years after the first ^^|HH 
game, as the events from the first PE have started to 
fade from the minds of the population. Things are peaceful and 
life has started to return to normal. Then, suddenly and out of the 
blue, several mitochondria-based creatures appear in a high-rise 
tower situated in the heart of downtown Los Angeles and slaugh¬ 
ter all the people within. In an attempt to control the situation, the 
LA. police department calls in its newest task force, MIST, the 
Mitochondria investigation and Suppression Team. Obviously, 
with her past experience, our heroine Aya Brea is a natural to lead 
the team. She enters the tower and the adventure begins, 

Those of you who played PE will remember that the fighting 
system was rather unique. It utilized a modified version of 


Square's Active Time Battle (ATB), but I 
allowed the player to move around the I 
|K|^M^S| combat area in real time. So, dodging \ 
W^SKl/^ 0 f attacks and attacking from different angles 

became a major focus. For PEI!, however, 
things are a bit different. The ATB meter has 
been removed, so now combat takes place 
completely in real time, just like in the Resident 
Evil series. And, once you come upon some enemies, 
the screen flashes black and white and then the fighting 
begins. There's basically no load time. ■ 

Considering how average the first PE was, it's nice to I 
see that Square is going a different direction with the I 
sequel. Sure, the game now shares a lot of similarities I 
with Resident Evil, namely the exploration and fighting I 
aspects, but we feel that it will feature enough new ele- I 
ments to distinguish itself. Look for PE// to be released I 
late this year. I 


A There ore a lot more puzzles to solve 
now/ so your brain will get as much of 
a workout as your thumbs. Here, you 
must find a way to drain this water so 
you can safely get to the other side. 


A Just like in the first 
game/ phones must be 
used if you want to save 
your progress. We {ust 
hope you have a lot of 
spare change in your 
pocket because you can't 
use 1-800-COLLECT. 










A Enemies can appear from just about anywhere/ so keep your wits 
about you. You never know when someone or something may just 
drop in on you. 








A The level of detail that Square has 
achieved in these backgrounds is quite 
impressive. Most of them look even 
better than those found in the Resident 
Evil series. 


TOWER 






A Like any good markswoman/ Aya 
likes to get her practice down at the 
local police station. You never know 
when an accurate trigger finger might 
come in handy. 


A Supplies and extra ammunition can be pur¬ 
chased from shops like this one. You just have 
to save up your BPs, because in Parasite Eve 
I!, they don't accept American Express. 






A If .ydu'^:hitrtKq^i^ilng 
a fight/ your Parasite Ene^^ 
becomes active and you wilLble able 
to target your enemies using these 
green Tines. 


A Looking at # collect lots 

way to determine :where''yqd^; i^ a well-designed 

and where you n^d to nieiiu screen is extremely important. PEII's 

even show you which doors Orb lOcke^ item Menu is very clean and helpful. 
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A Atl of the 
mechs fea- 
ture some pret- ^ 
ty heovy armo- 
ment. You could 
hurt someone with 
this thing! 


. 




ell, it may not have the most 
advanced graphics engine in the 
world and gameptay is relatively uncompli¬ 
cated, but Armored Core 
brings some seriously good, 
mission-based Mech com¬ 
bat action to your 
PlayStation. And with this 
third installment of the 
series, changes are minor, 
but significant, since they're 
apparently mostly based on 
enthusiastic user feedback. 
Called 'Master of Arena' for 
good reason, the second of 
the two disks is going to be 
devoted entirely to the provi¬ 
sion of one-on-one death- 
matches with new AC com¬ 
petitors. These Arena match¬ 
es will form the meatiest 
part of the game, as 150 
mechs across 11 classes line 
up for the opportunity to kick 
your ass... or you, theirs. 


Everyone's competing for the designa¬ 
tion of No.1 AC and they bring some fancy 
names to the party, including Armadillo, Fritz 
and Sweet Devil! This is in addition to 19 
new missions, 27 brand new weapons and 
parts (bringing the total to an impressive 
170), 20 two-piayer stages in VS mode, ten 
split-screen and 12 CPU battles. You can 
download ACs you’ve built in 
either the original game or .' 

Project Phantasma to ' / 


the previous games, hidden bonuses will 
come as rewards for completing missions in 
the story-led single player mode. Master of 
Arena is set for a U.S. release sometime 
early next year. 




^ Armored 
mechs take 
a licking 
and keep 
on ticking. 




A These machine-gun fingers are one 
the many cool upgrades. 




A The mission briefing gives you 
viaiftfoii^vour objectives. 


A This is where you'll o 
with all your new toys 




Missile locks, strafing, CQB stashing and 
smart use of jump-jets: that's what 
Armored Core is talking about: 


A Close in on the enemy firings 
all the time.u 






M!lfl 


A ...then mix it up with some close-range 
sword work. 






The^cQrWjdf:; this"1ijpdate'-is 4he V\rena 

I ■ .s .y.-- r r . 


MG-P826 


113000C 


OPTION PTKTS 
BOOSIEKS 


BOCK tCflPOH 


CREDITS -14644C 


ftpwadi J le 


Superb Hunter 


Tlxjater of operatioi^^ 

Isaac City 
Ondergroun 

Eneny forces: Unknom 


PILOT Hi nya 
flc Stalker 


Behind the siivle. aitesy 
etibien hides an a^ressive 
HC^pilot coribination nith 
the firepower to f»*ove it. 


OKIW 


EP 

£Ci OO 

LESS yP 

i-?;; ^ 4130 

C0f€ 

1740 f 3600 

AP 

mm 

jUElSKT 



r;:' . Mission types vary/ but here you hove a convoy to stop. 
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Publisher Acclaim 
Developer Acclaim Studios 


fYlfl-RCH 20PD 
HTTP I / /uuwujiD'RlLYR-RDFl'RiCam 


Release Date February 
Type Wrestling 
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re|g hiie not as well known as the WCW or 
VWVR Extreme Championship Wrestling 
is starting to make headway against the two 
giants. Formerly, if you weren't living on the east 
coast, ECW was only available on pay-per-view, 
Now, however, with the league's appearance on 
TNN, word is quickly spreading and people are tun¬ 
ing in to see what extreme wrestling is all about. 

Hoping to ride the wave a bit, Acclaim is putting 
the finishing touches on the first ECW title ever. 
Entitled ECW Hardcore Revolution, the game will 
use a slightly modified version of the engine first 
developed for WWF Warzone. The only differ¬ 
ences now is that the wrestlers look a bit better 
and move smoother and more quickly. The control 
scheme and general feel of Warzone and Attitude 
are very much here, though. 

In its finished form, Hardcore Revolution will 
showcase over 40 of the more popular ECW 
wrestlers, including the likes of Rob Van Dam, 
Tommy Dreamer, Raven and The Legendary Sabu. 
And, yes, several of the more prominent female 
"athletes" will also be making appearances. On 
the commentary side of things, good ol' Joey 
St/les lends his voice talents and calls each hit and 


slam exactly like he sees it. 

The ECW has always lived up to its 
extreme name, so it makes sense that 
the game will be the first of its kind to 
proudly feature an "M" rating. Along 
with that mature rating comes a whole 
slew of colorful language and unique 
match options. See whose blood ends 

or who 




Up on the mat in "First Blood 
submits first in the "I Quit" match. You can even 
take the game to the next level and compete in the 
first ever barbed-wire covered ring, 


A Most of the commands you have to 
input to execute moves are very similar 

in WWF Attitude. Most 


to those found 
gamers should be thankful for that. 


Sabu shows why he is so leg* 
mdary by suplexing this roody 
pooh candy...oh, wait a minute. 
That's the wrong league. Still, let 
him have it, Sabul 
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A Tommy Dreamer puts this loser's lights 
out. Normally, it would be sweet dreams, 
but Tommy will probably wake him up and 
beat him up some more. 


A Storm catches Dreamer unaware and 
slaps him into what looks like a Dragon 
Sleeper. Can the fans help him get out of it? 
Tune in next week to see. 



< What luck! Normally this strange greeting dance can 
only been seen on distant and secluded islands. It is nor¬ 
mally performed to show friendship or affection. 
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Publisher Electronic Arts 
Developer Electronic Arts 


Release Date Spring 
Type Hockey 
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ver the past several years, Electronic Arts has established itself as the pre- 
mSM mier sports sim developer. However, quite recently, the company has 
decided to shed its serious side and release several more arcade-style titles. The 
first game to benefit from the arcade makeover was NASCAR ^ 

Rumble. Now, shortly after, the sport of hockey gets its chance. 

Rock the Rink basically takes ail the rules found in the hock- 
ey and throws them out the window. Imagine, if you will, a 
three-on-three competition where every player has special 
moves, the referee is replaced by a "puck girl", and extreme vio- 
ience is not only allowed, it's rewarded. That's basically what RTR is 

You'll be able to choose from nine fantasy teams and thirteen dif- 
ferent ice rinks, ranging from barns to the classic old-fashioned ponds. 

Those of you who are NHL fans won't have to worry either, as Rock ^ 

the Rink will feature several of the leagues most prominent play- 

ers. We'll be doing 

Fy -- we get^a playable version. See ya 

; ^ Each player will be 

^ able to perform superhu- 

iiiiEt; ffs'Hii -1 man special moves that 

rt^iiii defy gravity. Use the 

I corkscrew to steal the 

1 /“I ■■■ oncoming opponents. 


A Where else can you find a game that fea¬ 
tures characters that wear both ice skates 
and cowboy hats? The cast of characters is, 
to say the least,^ quite comical. 


A Since the teoms are limited to three players 
and one goalie, the gameplay is that much 
faster and easier to get into. You don^t have to 
worry about so many people on the ice. 


J ^ He may look 
S tike a hockey 
p player, but this 
w guy has much 
f more in com¬ 
mon with Mortai 
Kombat charac¬ 
ter. Finish him! 


4 The ice rinks found in Rock the 
Rink are far from ordinary. You 
will be able to play inside a barn, 
on a frozen pond, and many other 
strange locations. 


^ Fights can get a bit 
serious, especially when 
the other team starts to 
insult you. if you do hap¬ 
pen to get into a fight, fin¬ 
ish them off right, so the 
can^t bad-mouth you again 


Publisher Electronic Arts 
OevGlaperlrey Arch 


Release Date March 
Type Baseball 
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Now, there's a lot more vari¬ 
ety in the sizes of the player 
models. Not everyone will 
look H^e same like in post 
baseball games. Some will 
have bigger heads and/or 
smaller bodies. 
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t's that time of year again, when compa¬ 
nies put the finishing touches on their lat¬ 
est baseball titles. One of the first games out of 
the locker room is Triple Play 2001. This year, EA is 
spending a lot of time on the little details in order to 
make this latest release that much more realistic. 
Everything from the facial expressions on the players, 
to the scoreboards in the stadiums has been refined as 
much as possible. Not only that, but there will also be some 
new modes included that should get fans excited. Once such 

mode, the Big 


League Challenge, 
gives you the ability 
to play as some of 
the most famous 










▲ This is 
one pissed-off 
guy. Expect to see a lot 
more facial animations in 
TP2001. They'll change, 
too, depending on if the 
player just struck out or 
hit a homer. 


A We're not quite sure what's going on 
here. Either the umpire is practicing hts lat¬ 
est breakdancing moves or he's trying to 
catch a fly 


A Good ol' McGwire gets the third out and 
will finally get his chance at bat. Even his 
signature hitting style has been included 
in the game. 


A Alt the player movements from the run¬ 
ning to the ball dodging should be a lot 
smoother and more realistic looking. You 
may even confuse them for real people. 


players ever. Babe Ruth and Jackie Robinson 
are but two of the many that you will be able to 
choose from. As soon as we get more time 
with the game, we'll be able to comment on 
how well it plays. However, until then, take a 
gander at these lovely screenshots and start 
getting into the ball park spirit. 
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HANOU 


LON'T H4NUU 

M^CLAMf. CAH yov? 


McCLAH£ in E<TREME PRI/»N& MOPE. 


JOWA/ McCLANe If 64CK. 

4no las v^gas n^ia N^veR ge TnesAMi 


In Ole h 4RO TpiLOt/i you CAl>l fLAy /<?</R <»4A«f 

0(? Mix all WHee 6a/he ST/ifs itifo atJE inrenfE AoVE/»JvkE. 
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ANO imu To SAVE i^<fErAEES H/nitf TRyiM(, TO 

Save yqoa bott. 

USE TWELVE O^FFEKBNT WEAEotiS TO MTTif ENEMi T£«RORijtj' 

vJhose five oamaoe qi/aoma/t/ mfe them tov6h fo prop. 


MATURE 

CllNTCNT RATED BY 

ESRB 



For mature oudiences only. 


www.foxinteractive.com 
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Aloha...Hawaii is under siege from terrorist fanatics. 

^ Eagle One, command the searing action and fly 5 
different attack planes, including the Harrier Jumpjet, into th< 
hot spot. Turn'n burn, baby.,.it doesn't get much Harrier than 




Pilot your fully loaded Harrier Jumpjet through 25 
pumping missions. 

Attack enemy planes, ships and ground forces in i 

1st & 3rd person views capture the non-stop heat 

Choose Action or Sim Modes to experience the battles in 2 different ways 

Split-screen 2-player action puts you in the middle of head-to-head dogfi 
or grab a wingman tp take out the enemy in cooperative mode. 


terrorist action 
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Pubiisfier Activisinn 
Developer Neversoft 


Release Date TBA 
Type Action 


B7 




r:r. ■ 










m 






< . W ! i Wi | . i 




■ -_■ rz'i^^'v .‘i^'TT tiV'fi A » Mg*‘'l fM*i‘> '■'i'** 1* 


i^K'iYnVi 


m 


.. i'V»'^‘V ■i'.'.iV.i‘l^. ■' "f-”' 'lf'rlLl'/(tr>W*'.'i'V' 


ho speaks 22 languages, resides in 75 countries all at the same time and can 
be seen on TV every day in the U.S. except Saturday? Spider-Man, that's 
who, and he's web-slinging his way towards your PlayStation some time next sum¬ 
mer. This will be the first time Spidey has gone fully 3D and he’ll be confronting 
villains in a series of scenarios and locations from the comic book series. We've 
already spotted J Jonah Jameson and bad-boy Scorpion facing off in the screen- 
shots we were given, and it seems there'll be health bars on-screen for every¬ 
one in a fight, so you'll be able to tell just how much danger each person is in. 

Plenty of the familiar arch-enemies will show up on the radar, Including two of 
Spider-Man's more medically-inclined foes, as Dr. Octopus, Otto Octavius, comes 
back from the grave to challenge our favorite web-head, along with Dr. Curt 
Conners, a.k.a. the Lizard. While little is known about game play at this stage, everyone here in the 

office is looking forward to a lot of '6hosf-/n-the-5he//-type inverted wall¬ 
crawling action and it'll be interesting to see how our super-hero makes 
the leap to 3D. Best of all, though, is the proriiise of swingiilg 


unleashing those wicked web-slinging 
attacks, courtesy of your friendly neigh¬ 
borhood Spider-Man. 


mes yotir friendly neighborhood 
Man« Could action ond adven- 






T All of 
Spidey's patent¬ 
ed poses are in 
the game. 










< Wait! I can feel my Spider sense tingling! 


▼ Webs are not his only weapon — you've 
gotta be ready to duke it out, too. 
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eb-swinging looks like it could be one of the 
sst parts of the game* 
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A Web up the bad guys and restore law 
and order. 
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Protect youseif from all kinds of projec¬ 
tiles behind this web shield. 


handy pointer indicates your 
leted enemy. 


A Looks like this bad guy has found the 
fight he was looking for. 



























































































































































































































































































































































































Publisher Square/EA 
Developer Squaresoft 


Release Date Spring 
Type Strategy/RPG 
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estern gamers will finally get their chance to experience the futuristic mil- 
itary strategy and role-playing of Square's Front Mission series later this spring. 

Front Mission 3 focuses on turn-based combat between as many as eight mammoth ^Hjl 
mechanized infantry units at once, in classic Battletech fashion, your mechs can move a 
certain number of spaces on the battlefield each turn, and each of your weapons has a 
' j- specific range as welt. Once you've plotted out your team's 
actions, the game's 3D engine swings into a cinematic view of 

the battle, complete with ejecting shell cas- ~ 

ings and brilliant explosions. 

Winning each scenario will rely on more than just utilizing terrain 
and obstacles to your advantage. You'll be able to select counter 
attacks and even hijack enemy mechs in the 
heat of battle. Of course, you'll also be > 

able to upgrade your hulking war 

K machine using purchased or salvaged parts. To ^ ■ t 

B make things more interesting still, Square has 
B cooked up what it calls the "Double Feature 
p Scenario," which will let you choose from 
7 ^^" one of two opposing sides to play^as. 

strategy titles on the horizon for 2000, Front 
Mission 3, with its promised 150 hours of 
gameplay, is definitely one game that fans of the T 
genre will want to keep their eyes on. ^ 


Just because it's the 
future doesn't mean 
combat can't occur in 
the sunny outdoors. 


Inis IS your 
standard issue 
Wanzer mech. ft's 
big and slow. 


<1 Emma is a 
mysterious U.N.- 
type operative 
who does her 
. best to get you 
in trouble. 






M When you're out of 
ammo, there's no choice but 
to get up close and personal 
with the enemy. Clank! 


■4 Some robots will dwarf 


yours in 

scale — smart tactics and armament is 
the path to victory. 






Release Date TBA 
Type Racing 


Publisher EA 
Developer Mliestane 


w^fwwWif^Uf^rbike 2000, EA hopes to convince you 
i2iSB that this latest game under the EA SPORTS „ 
label is the most fun you can have dressed head to /! 
toe in leather... maybe. Basically an update from the . 
first game, Superbike World Championship, 2000 
hopes to flank the conhpetition by including both full- t ;:; 
on simulation and arcade-style racing in one pack- Y;;' 
age. Media-style presentation and commentary will \ 
make it just like it is on the TV, hopefully, and everything 

are direct from 






— bikes, riders, teams, tracks and stats 
the 1999 SBK World Championship Season. There will be 20 
World Championship riders to choose from, making realistic, motion- 

- captured movements on the bikes. And to spice it up a bit, improved 

rnmm, weather effects and accurate bike physics could mean you'll get to see 

f a few of the boys trashing the machines Honda, Ducati, Yamaha, Aprila, Kawaksaki and 

Suzuki put out on the tracks. The PC game's ace is 
online racing, but the PlayStation version will feature 
9 split-screen two-player mode and the softie 
^" 'arcade' option for an easier ride — for playing 
A against your Grandma, presumably. 


A Now's 
the time to hit 
the gas and pass 
this guy. 




In replay- mode, you can relive the glory of Italian engineering 








^ These are two of the hottest looking 
Kawasakis you're likely to find anywhere! 


A This corner looks like it's going to 
get pretty exciting. 


A The closest any of us will get to a Duke 
(Ducati, that is). 
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Publisher Psygnusis 
Developer Psygnosis/leeds Std. 


Release Date March 
Type Space Shooter 






buzz •■ ground; ' but evePf : 
destroy. The explosiohsdf^ 


3^ 


'^1 








YiV.Vo??<i 






















The Pf 


?' jS'' Z jC 


, . . •-- 'r * r';, .’ . '. . - ^- . .. 31 ^ - « . 






i=!u 


A BqHi of these big enemy ships hove 
multiple turrets on the top and bottom 
of their hulls which con track you os you 
attack. Each turret can be individually 
destroyed. Good luckl 


>■ Explosions ore epic, just like the explosions 
you find in oil the cool, space-based movies. 


here hasn't been another 
PlayStation game that better 
represents what people typically imag¬ 
ine space combat to be like than the 
Colony Wars series. Before CW, space 
shooters were unintuitive, slow paced, 
hard to control and featured fairly un¬ 
inspiring graphics. The third game in this 
epic series is looking to further establish 
itself as the king of the genre, with every 
part of it being approached with a fresh 
take on the series while still staying true 
to the incredible feel and strong story 
elements it is known for. 

it's a more populated universe in Bed 
Sun, with an even wider range of enemy 
and friendly ship designs darting around. 
The really huge fleet craft are back and 
that "busy spaceport" feel is closer than 
ever to being realized. Promised original¬ 
ly in the first game, the ability to fire on 
and destroy specific spots on a ship is 
finally being refined. Turrets on the larg¬ 
er ships rotate and track you, making for 
a much more exciting experience, espe¬ 
cially combined with the tight control 
and incredible physics the series is 
known for. 

There are more weapons, but it's the 
economic system used to acquire them 
that is one of the biggest departures 
from the past. It's a natural fit with the 
mercenary pilot for hire backdrop and 
actually adds for some strategic thinking 
before the mission ever starts. As the 
mercenary with a higher purpose, 
Valdamar, you get to choose the mission 


























A There ore far more planetary missions 
than ever before, including this one, where 
you have to destroy the turrets attached to 
these large creatures without harming the 
beast, it takes a steady hand on the trigger. 


t I ^ 






SB,. 


you want to attempt and, 
depending on performance and 
choices made at key events, even¬ 
tually arrive at one of several endings. 

Of the thoroughly enjoyable mis¬ 
sions we've played so far, 
we've encountered quite a 
large range of different situations 
and objectives unlike any of those in the 
last games. The mission structure is 
wide and varied with far more to do than 
just blasting enemy ships. 

Expect an even larger and more dra¬ 
matic array of space phenomena, includ¬ 
ing massive planets, suns, nebula and 
some limited gravitational effects. You'll 
even get to fly through 
subspace in a few mis¬ 
sions. The story is told 
as dramatically as ever, 
with appropriately 
grandiose music. This 
is looking like the pin¬ 
nacle of the series in 
ail aspects, but we 
won't know for sure 
until we can review it 
next month. 


A Spaceship de$i\n runs the gamut 
from the ridiculous to the sublime in 
Colony Wars: Red Sun. 


▼ Despite all the new types of mission 
objectives and gomeplay twists, the meat 
of the gome is still the dogfight, in which 
you ore usually outnumbered. 






A. 






you start with* 

tn 


Snapdragon;;'^A^r several 
missions, i^uTI be 
trading it l|l:.for a 
new ship. .;L 
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Wcm get a call at work — it’s the 
commandej; at HQ. A deep, grave¬ 
ly voice at the other end has bad 
news: “Agent X, we need you... 
^here's a situation in Moscow. 
Check your pager". Just then, your 
pager beeps in with a message: 

of your 








"18:00", the start 
mission. When 
you get home 
and awaken y 
your PS2 from ^ 

Sleep mode, you 
find Top Secret doc¬ 
uments waiting in 
your email box 
reviewing your objectives, 
ydu delete the messages 
and boot up your game disc 






incoming transmission; Your new mission is auto- 
^ matically downloaded to your hard drive. You plug 
^in the SMB Memory Card that contains your cus¬ 
tom-made secret agent (who has your face, by th§ 
fe way), and get to work. 


services via your credit card 


lives. For the finishing touch, you plug your caiff 


■ At exactly 19:00 hours, your 
I DualShock2 controller buzzes 

■ like crazy as explosions rock 

■ the left wing of the compound 

■ — the mercenaries were" chances are your mission will earni good ratings 

I worth every penny. You use and grab a top spot on the "Best Missions" list 

j the confusion to slip Into the " maybe even win the Grand Prize, 
control room and grab the sci¬ 
entist's kidnapped daughter. Does this sound farfetched? Fotks, this is just 
On your way out, you take the beginning... 
down a few bad guys, enough 

to impress the girl, who gives The PIayStation2 will do much more than just 

you her real-life phone number make your games look better, it will change the 

before you part. You save it to way you play games. On the following pages we'll 

your PocketStation, along with take a look at how the power of the PlayStatton2 

all the others. will help developers usher in a new era of game 

development, and how the system will directly 
affect your favorite gaming genres. 


mtssion oneting. hmaily, you upload your new mis¬ 
sion talthe internet so that people all over the 






he situation is dire 


you're outnumbered^a 
pindred to one. Command is trying to communi¬ 
cate with you over the headset you're wearing«ij 
(which is plugged into the PS2), but you cantM 
respond because you're ten feet away from a 
pack of gossiping guards who will hear if you 
speak. When you do speak, by the way, it's damn 
cool because your voice is modulated to sound 
like Clint Eastwood when it's fed back to you 
through the TV. 


•‘n-iff: 




You knew going in that it would be impossible to 
complete an A-Class mission on your own. That's 
why you went to the message boards and hired 
two mercenaries to help you out. They're in it for 
fun, too, but you still had to paV a small fee fortheii? 


you re 


Ybti^fcre^ 


tireato a custom rhjssi on 
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^ I E-Commerce: The ability to buy new things 
online over Sony's broadband network 
would really spice racing games up. For 
instance, you could purchase car upgrades that 
would give you that perfect competitive edge. 
Also, manufacturers such as Toyota, Ford, and 
BMW could hire people to create new vehicles 
that you could purchase and download into your 
game. You could also earn rellmash prizes or 
credit by winning races. 


Artificial InteHigence: With the Emotion 
Engine poweririg the computer racers, you 
may not even need: to play against real oppo¬ 
nents. Each CGrpputervracer could have a unique 
identity. They could^^fr or even mean, 

and hold qrudqes fromTace tCMace. 


The ultimate PlayStation2 racer wilt be a far 
cry from the ones that you see today. For 
starters, they'll look better than ever before 
(just take a look at Ridge Racer Vto see what 
we're talking about), but looks aren't eyery- 
lihing. As time goes on, PS2 developers will 
be able to create racers that take full advan¬ 
tage of the console's power Here are a few 
examples of what we can look forward to: 


Physic^pneJ more realistic that physics can 
be recreated, th^Sfiore realistic your racing 
experience will feeivWhen developers tap the 
full potential of the”PS2, you'll really know what 
it's like to take a steep curve at 180 MPH, swap 
paint on a tight corner, or finish a race with your 
steering alignment tweaked. 


& Graphics: At first, the graphics power of the 
i. PS2 will be focused on detailed car models 
^and environments, but the future wilt bring far 
more. You'll be able to see cars that deform real¬ 
istically during accidents, with dents and scratch¬ 
es that are calculated on the fly. You'll also see 
jam-packed, highly detailed streets that will make 
Driver look like a drive in the eountry, ; 


9 Voice Recognition: Imagine games where 
you could talk to your At teammates. Simple 
commands such as^ "bloek car 32", "cover my 
right" or "slow the pack down while -I catch up" 
could become your gameptay. 

Plus, you poU| 
with your crew' 




^•'Control:.- The DualShock2's analog buttons 
^iwill have an immediate affect bn racing 
games. You will be able to control your car's 
acceleration and breaking speed by how hard you 
push the buttons. When you think about the 
incredible control this will give you around the 
turns, this could be the most revolutionary new 
feature the genre's ever seen. 




P Online Play: This is where racing games will 
get really good on the PlayStation2. You've 
already raced against hundressT)f computer 
foes, but when Sony launches its broad ban cf net¬ 
work, you'll be able to compete agalMiimal peo¬ 
ple. Imagine racing someone in Jap^ferTfe^pink 
slip of your prize Ferrari, or joining a vifuaj league 
that competes for real prizes. : 


Storage: With the PS2's SMB Memory Card 
' and the possibilities for add-on hard drives, 
racing games could change forever. For 
instance, you could build a garage full of great 
cars, personalize them and then save them on 
your hard drive. Your could also build your own 
cities and racing circuits, and have them played 
by millions of gamers across the globe. 


iyalshochB 


The PS2 SMB Memory Card is similar to the original card, except that 
it stores up to SMB of information (64 times more than the original), and 
the information transfer rate is 250 times faster {which means almost instanta¬ 
neous loads and saves for most games). However, you won’t be able 
to transfer saves from old cards to new, or vice versa. 

. You will also be able to plug compatible hard drives into 
^ w PlayStation. This way, you will have 

^ almost limitless memory capacity for your PlayStation2, which 

/ will enable developers to create PC type games that require large 
amounts of data storage. 


The DualShock2 looks like the current DualShock controller, but it has 
one difference: analog buttons. These buttons can record not only indi- 
vidual button presses, but also the amount of pressure that you apply to 
the button. Analog buttons will be great for games where you really 9H|| 
need that extra degree of control, such as racing games. 

Here's another good example of how these analog buttons can be used. In 
the upcoming PS2 game, Munch's Oddysee, you can make the lead charac¬ 
ter sneak, walk, run, and sprint ail with a single button ~ it depends how 
hard you press it. Without analog buttons, these commands would require 
complex combinations, and waste tots of extra buttons. 
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' '1 Artificial Intelligence: This will be HUGE for 
Sports games, because it means more and 
^ more realism. You should see changes in the 
way that players play and coaches coach. For 
instance, when you play against the Sacramento 
Kings, they'll run on you whenever they get the 
chance, and when you play against the hot-tem¬ 
pered Alan Iverson, you can try to get into his 
head with a little bit of shoving and pushing out 
on the perimeter. Great Al is the key to realism. 


you could even attend as a spectator (buy an e- 
ticket, and sit in the stands). Finally, every player 
on the field , plus the coach, could be controlled 
by real people all over the world! 


Sega raised the bar with its Dreamcast sports 
titles, and EA and Sony know what they have 
to beat. Both publishers are creating new 
sports games for the PS2's U.S. launch, and 
you can bet they'll have some new things that 
we've never even imagined. However, as with 
the other categories, it will take a few years 
before we see the PiayStation2's full power 
used In a sports game. 


|| ) Storage: The high capacity of the PS2 
3 Memory Card or hard drive would enable 
you to download gameplay features off the 
Broadband network. For instance, you could 
download weekly scenarios from the game 
developer that would set you up at a crucial point 
in last week's real-life game. Would you be able 
to succeed where real life players and coaches 
failed? And of course, roster changes could be 
updated constantly instead of yearly. 


: , Physics: Nothing ruins a sports game faster 
Lh ' than poor physics, and nothing can make a 
game more realistic than great physics. The 
PlayStation2 has the power to get sports physics 
right. For example, you will see tackles that are 
not just pre-scripted animated routines, but real¬ 
time physical interactions between players. 


BGraphics: This will be the most significant 
^ upgrade. The players wilt look nearly identical 
^ to their real life counterparts, the stadiums will 
be insanely detailed and packed with realistic 
fans, and we may even see cheerleaders on the 
sidelines. Crisper player models will mean that 
you'll be able to spot open lanes in basketball, see 
holes in the defense in football, and even spot the 
twist on a slider in baseball. You'll also be able to 
catch subtle clues from your fellow players, such 
as a nod for an alley-oop or a catcher's single fin¬ 
ger suggesting a fastball. 


Ik I E-Commerce: Instead of having to fork out 
a lot of dough on a whole new game each 
year, developers could simply sell low-cost ros¬ 
ter and feature" upgrades. Also, sports leagues 
could charge you a small entrance fee that would 
go to the winning team. If people were ambitious 
enough, you could see leagues that gave winners 
enormous cash prizes. 


Voice Recognition: Using a headset^ you 
p ■ would be able to tell your players what to do 
with voice commands. For instance, if you 
were playing as a guard in a basketball game, you 
could yell for a pick or tell the guy with the ball 
that you're open. Is that cool, or what? 


SB Control: Analog buttons will have a major 
W affect on sports games. For instance, in foot¬ 
ball you could control how hard the quarterback 
throws the ball, how tight the receiver cuts to 
avoid a defender, and even how far he tries to 
stretch the ball forward as he's being tackled. 

Developers will be able to make full use of the 
DualShock2's features now that it is the standard 
controller. For example, you may see baseball 
games that uses the analog stick for a bat. Plus, 
games can use rumble feedback as an integral 
part of the gameplay. For example, a low rumble 
could mean that your player is tired, or you could 
send a secret message via a rumble to a team¬ 
mate in the room during a two-on-two game. 




Online Play: Sports games will change for 


|r ever if they take full advantage of Sony's 
broadband network. Imaging the possibilities: 
joining a pickup game, forming a league, watch¬ 
ing a real updated ten-minute ticker, and live PS2 

sports events that 




broadband nerujarl-i 


Sony is building its entire future around its broadband network. The company wants to 
build its own network for gamers that is similar to the Internet, but much, much faster. 
Sony will allow for gamers to hook up to the network through a number of ways, includ¬ 
ing cable modems, DSL, and more, possibly including wireless solutions. But online 
gaming is just the tip of the iceberg. You'll also be able to buy digital content online and 
download it directly to the PS2 hard drive, from games to music, movies and more. Once 
PS2 goes online, you'll see Sony's true next generation plan unfold. 


chose 

^ine. You scored three 
piips as a hatfback, and your team w<m 
so^ that they decided to Jdi8|ia 

leag^e^ mvy it's January, and you've 
h to the champion^ game. 

Vour team is down by five as your c^uar- 
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Physics: Real physics could make all the dif- 
, ference in the world when it comes to story¬ 
telling. Imagine how much emotion could be 
added to a scene with effects like snow, leaves 
blowing through the wind, or splashing ocean 
waves. Real physics would also enable fights to 
take placeanywhere. So, if you started a 
rbattle near a river and a large roCk, ^u 
could use those surroundings "Ss 
strategic points in your fight. 


^ drive would let you store massive amounts 
of infornnatioh about you world. For 
instance, you could worlds 


could come 












get BPG^ H when it's-said 

and done, you'll see lots more than 


li® Voice Recognition: Using^e 
Mp headset, you will eventually be 
to talk to in-game characters 
and they will be able to respond. At 
first, this will simply involve a small 
menu of pre-selected commands, but 
this feature will expand greatly as time 
goes on. This technology will make 
ftPGs much more immersive, even on 
fisimple conversational levek L. 


Graphics: Right from the start, 
I ■ you'll see the graphics power of the 
PS2, with characters that are made of 
insane numbers of polygons and seftlngs 
that are simply breathtaking.; :N5vvevec 
the greatest advances in graphiedivilidoe 
seen in the.:littie:.ithings.i|p^^^^ 
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moments entirely through taciabepres- Ts 
sions. Also, you won't have to aiwaYS be taken out 
of the game environment for a FMV movie, 
because the real-time gameplay wilt look just as 
good. This will allow for developers to include 
more story scenes because they won't have to 
render them all as expensive movies. 


game and people would treat you with respect 
or disgust, depending upon your actions. 
The amount of storage capacity will be so 
massive, you could carve your name in a tree and 
have It stay there. 


E-Commerce: First off, you could purchase 


t Control: Square has already discussed one 
,,;^ay 1h^ the new analog iGGntrgtter will 
Improve RPG gaming. IniagipdMhatil/ou've 


^ go to a store,in the game world, lay down your 
Visa Card nunnber,i aid purchase a rare magic 
weapon, la an onifhdfflty W you could build 


.Qi^uest 


answer yes witn a iignt tap or ipiiguitpni your 
response will be taken as wishy^^ashy. But if 
you answer with a firm press of the button, 
your response will be a ''YEAH!", leaving no 
doubt how you feel. 


fellow players in the gamb. Items and characters 
from PC online RPGs are already hot properties on 
ebay, an internet auction site. 


Artificial Intelligence: Since most RPGs are 
3F scripted, Al wouldn't seem that important, 
^ but the PlayStation2 couid change the look and 
feel of these games using advanced Al. For 
instance, a developer could populate a town with 
so many characters that it would took like Times 


P Online Play: While the traditional story dri¬ 
ven RPG won't go away, you will eventually 
see plenty of online-only RPGs on the PS2. 
Thanks to the broadband network, you couid find 
yourself deep in an unknown land with a party of 
adventurers from all over/theCvvb^^^ how 

cool wou Id • itbetogo t h roug h -a 
With sditie.friends? 






If? USB ports (2): USBVUniversai Serial Bus) is widely 


are connected, .While this connection supports many 


it. With USB, you can expect to see products like con¬ 
trollers, printers, and even hard drives hook up to your 
PS2. In fact, you might.even see a USB hub that lets 
you play with as many controllers as you like. 


In the past, tne ports on tnebacK ot your console were 
pretty useless, as they were often created for some 
imagined add-on that never materialized. However, the 
hookups on the bapk of the PiaYS|atign2 promise to 
make it the most versatile console ever created. The 
system will have ports that you are already familiar 
with: on your current PlayStation {twobdntroller ports, 
two Memory Card ports, an AV out and a power port). 


dio;, hookeS^gip'a camera. You could al$o hOQfe 


IEEE1394 Connection Jhe^lEEE 139 port is known by 
two names: Sony's'is cafed I.Link arid for Mac owners, 
it's FireWire, although there are some minor differ¬ 
ences between the two. This high-data transfer port 
has the advantage of supplying power to devices that 


add-in slot Hbfe you will be able to plug iri a mdd.orhv^ 
more speakersiiend ■ eventually the connection for 
Sonyas ptahhect broadband network and hard drive. 


never seen before on a console. Here's the rundown 


fallen in love with, runs to you to celebrate 
the fact that you've saved the world. 
Suddenly from the left, you hear a rumble 
and your PualShock2 pad almost vibrates 


communication button and yell for your 
partner to run. 

You spin YPUf bead just in time toj ^ 
more t^n two hundred people running a| 
you in ^reat fear. Behind them is a giant 
tn^'s tea times the size of the creature 
yoLrve just killed. Bracing for conflict, you 
pull out the Magic Bow you bought over 
the bm^dband network. Three shots are 
fired bMpre you realize he's just too fast. 
But sbrnetbing distracts him and the mon¬ 
ster fdrge;ls about you for a split second. 

.. J! 

That's al! you need, and you finish the crea¬ 
ture with a single Fireball fired directly into 
his tpmpie. 

the creature falls, you frantically 
search for your beloved,; and a cptd rain 


your compatriot. The game doesn't end 
, with^^^movie, it just ends with you stand- 
! ing over the character you grew to love, 
I the graphics clearly showing the emo- 
^ tion of the moment. If you thought 
Aerth scene was sad... 


hd the game 

should be over. 

The 

fast s 

ivtng member 

of your party, tl 

tegii 

rl you 
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FIGHTInG 

Fighting games didn't really grow up much 
since the launch of the PlayStation. Yeah, 
many of them moved to 3D and Capcom 
added a few new twists to its 2D fighters, but 
we'll begin to see some real changes when 
the PlayStation2 arrives. 








Storage: The large save capacities of the 



and save their own fighters. If you owned a 
camera, you could take a picture of your¬ 
self, download it to your game and then paste it 


on a character. You could even create custom 
moves and fighting styles, then save to a 8MB 
Memory Card and take 'em to a friend's house (or 
post 'em on the 'net). 


real 3D environments, physics will become a 
major factor in PS2 fighting games. You could 
use any object in the environment to fight with, 
you could cause damage to the fighting 
arena, and you could fight in massive, multilevel 
fighting zones. And don't forget how physics 
will affect the one-on-one fighting itself, as 
you choose stances and shift weight for just 
the right momentum. 



R Graphics: Yes, characters will look better and 
pf the environments will improve, but that's 
obvious. The PiayStation2 will be able to render 
large numbers of fighters at a time, which could 
change fighting games forever. Imagine massive 
64-player brawls, or if you'd rather, simple two 
player fights where each player looks and moves 
almost exactly like they would in real life. You 
could also fight in massive, living environments. 
For instance, imagine a duel right in the middle of 
a shopping mall full of people, on top of altruck in 
the middle of traffic, or even special modes 
where you and a buddy fight off a horde of the 
ever-bumbling "black ninjas". Tekken Tap looks 
good, but it isn't even scratching the surface of 
what we'll see with fighting games on P$2. 


E-Commerce: If a company created a fight- 
ing game that let players create and master 
^ their own fighting styles, you could use online 
commerce to purchase new moves, weapons, 
and powers. If you vyere good enough with a 


9 Voice Recognition; Fighting games are per- 
Y feet for trash talking. Lighting up an online 
opponent with a Dragon Punch is bad enough, 
but yelling "Shoryuken!" in his ear at the same 
time is just plain humiliating. 


even, set up an onlihe dojo and train other players 
from around the world, -— for a fee, of course. 


ters realistib, adapting Al; It would take a lot of 
work, but vve could see fighting characters that 
are as tough and unpredictable as real opponents. 


Physics: Since the PiayStation2 is powerful 
enough to render realistic characters and 


R Control: Many fighting fans will cringe 
^at this (remember, however, that / 
;the PS2 pad supports both analog HH 
and digital button commands), but mm 
the Pua[Shock2 wilt enable the player 
to choose the strength and style of 
their attack with button pressure. In 
the past, special moves consisted of pg 
button combinations, but with the 
PS2 you could have special attacks ■ P 
be the result of carefully practiced 
button pressures. This kind of control 
could revolutionize 3D movement in 
fighting games. . 




Online-Play: Once you figure ou 


ters; the; best action with .a fighting 
game is playing against real people. 
The- broadband "network would 




pViVw-hii : 
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join massive tournaments 


dvd Farmar 


The P!ayStation2 will not only play games, it will also play 
your DVD movies. Yep, you'll be able to watch any North 
American DVD movie you want on your console. Plus, 
many games will come on the DVD format, which can 
store up to around seven times as much game info as a 
traditional PlayStation CD. This means that those big RPGs 
won't have to come on lots of discs. It will also leave room 
for plenty of DVD movie-type extras, such as extra art, 
behind-the-scenes info, and demos of other games. 


down a berfert renditioft^ipf yoursbW^^^ 
face. You don't touch ; it just- so^^^y^^^ 






eboughr^He sneers and 

you andtybu drop into a DeadlV^SYven 


He gives you little respect because 


Iowa. You’ve both 
fought your way 
through 62 other corp- 
petitors, and now K's' 
just the two of you. 

You reach behind 


table that had been 
destroyed earl ier in the 
evening. Your enemy 
laughs, busts a chair in 
pieces, and picks up the 
tvyd biggest sticksT^ 
use aSIw^pbns,^^^^ 
run to the top of a neaf- 


missing 




WberiiiYbi 




weappnj^ippupyQurs 

a hiteiplibiroii^l liihi 


werelvait 


jtap pt thb punchTbdt^ 
yi/jt h a medi um t^pbbdy bl bw:' In thb split 
ST seebnd it takes 
v Ydelivbr the killed shot 


oyer the railing. Standing victori 
ous, you take in the applause b 


jy ing from around the world. Npw 
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see some realistic bad guys. Right now it's pretty 
simple to outsmart them, but what would it be 
like if they could hear you before they see you, 
set up traps, and ambush you when you least 
expect it? Developers will be able to create mas¬ 
sive worlds that are populated with bad guys who 
go about their business and react to what you do 
depending upon the situation. 


Online Play: Two major things come to 
mind when we talk about Online Play: team 
play and mission building. You could call a 
few of your buddies and have them join you in a 
game online that you downloaded. Together, you 
could raid a well-guarded government installation 
that is impossible to infiltrate alone. Best of all, if 
your PS2 is connected to the Internet, it would be 
able to reach you wherever you are. Yes, that 
means phone calls, pages, and even emails. You 
could be sitting at work when you get a phone 
call with the message: "Snake, we need you!". 


Of ail the genres we've talked about so far, 
we're most excited about the possibilities 
that we might see in Action/Adventure 
games, Just think about the leaps in game- 
play that were introduced to us in such cias| 
SIC titles as Tomb Raider, Metal Gear Solid and 
the Resident Evil series/and yqu'li see" hbw 
these games could use the hprsepower of the 
PlayStation2 to wow u^. even more. / - 


Physics: In a game such as Tomb Raider, a 
^ developer could create puzzles that are 
; based on real physics. For example, you could 
recfeata^ Raiders of the Lost Ark 

gegpehce in which Indy replaces a golden statue 
with dtbag of sand. If you don't guess the weight 
hght, you'd better start running! 


Storage: With the massive PlayStation2 
memory storage devices, you'd be a'ble to 
" save4arge amounts of mission data that you 
either download or create. Yep, with that much 
memory, you'd be able to use a mission editor to 
create your own levels and gameptay scenarios. 


H Graphics: Developers have squeezed every * 

^ bit of the PlayStation's graphics punch to ere- 
ate the environments for our favorite act/adv 
games. When they get their hands on the 
PiayStation2 tools, the worlds we play in will be 
beyond belief. For starters, you'll play games in ^ 
real 3D worlds that look as good or better than 
the pre-rendered ones in Resident Evil. You can 
also expect worlds that are larger and more com¬ 
plex ever before. Plus you'll see better special 
effects, more frightening enemies and more real¬ 
istic game characters than you ever imagined. 

And Lara's gonna be lookin' fine with about a mil¬ 
lion more polygons packing her tank top. 


i3P Voice Becognition: Using the headset, you 
0A could get constant mission updates from 
your contacts back at the base. Plus, you'd be 
able to talk to in-game characters and even con¬ 
verse with your buddies during multi-player 
games. But be careful — if you talk too loud, the 
guards might hear you! 


E-Commerce: Once you create the perfect 
mission, you might be able to sell it on the 
^web, or better yet, if you're a really tough guy, 
you'd be able sell your services online as a mer¬ 
cenary. Imagine what it'd be like to tackle the 
“unbeatable" mission with the services of a few 
grizzled veterans you read about in the online ver¬ 
sion of "Metal Gear; Soldier of Fortune". Another 
cool possibility with E-Commerce is the online 
purchase of weapons, maps, or even training that 
could make you the kind of adventurer that some¬ 
one else would hire as a mercenary. 


jiB Control: Developers could create an endless 
If .amount of gameplay possibilities using anar, 
S tog buttons, such as a puzzle that requires;yoT 
to/.push a delicate box without breaking 
other tests that require pressure skills. Plus, pres¬ 
sure sensitive jumps and move¬ 
ments will be of great use when 
you want to get Lara leaping or 
Solid Snake sneaking. You'll also 
see more use of both analog 
sticks. Just look at one thing 
that the developer of Munch's 
Oddysee is planning: when you 
start the game, your character is 
in a wheelchair. Each analog 
stick controls one of his arms 
and you move him by moving 
the sticks in rhythm. 




Artificial Intelligence: With all the extra 
horsepower of the PS2, we'll finally start to 


savomara 




i/DicB recagnirian 




Although Sony hasn't made any official announcements regarding 
this feature, the company is working on new voice recognition tech¬ 
nology for the PS2 as we speak. Most likely it will come in the form 
of a headset with a microphone. Using this, you would be able to 
play with the headset on and talk to characters inside your game, 
and it would also enable you to talk with your friends online while 
you play games over Sony's broadband network. There is an incredi 
ble amount of potential in voice recognition, and it will almost cer¬ 
tainly play a huge role in the future development of games. 


,v 


llpB VVe ;qpen ed this feature 

with a pre^ good example of what you 
ban expect from thf s geiire, but since we're 
air abqut “giving you the goods" here at 
PSM, here's another fantasy scenario: 
Blibata's lost. Being the famed adventurer 
thailshe is, she'd never admit it, but hey, it 

problem thought since she 
ifl^setftir in-game PDA to dia I u p to thq 
and download maps that previous 
1^^^^ Online explorers have drawn up. 

best maps are a few dollars 
but it's cool 'cause she 
I^qever travels without her plastic^ 
^^^pIlMick E-Commerce transaction 
and Lara is back on the right 

^ fh^nyfer IS filled with gators, 
fe jbut it's also the fastest way to the 
I M reasure. and she's got to make up 
time if she wants to beat 
online adventurers there. 


|(hlihe a week ago comes in pretty 
ip^^and in no time, she reaches 
^l^er end. Unfortunately for 

H irailtbe river exits into an icy- 
I^S||ichihas chilling effects on 
m^^i^fransparent) top (we 

.."physics" that 
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m maximum oogTignting 
action. Climb in the cockpi 
of 22 cutting-edge,aircraft 
Fly in 36 furious missions; 
air-to-air, air-to-ground, 
air-to-sea, even into the 
stratosphere. 


the time on the 

console 


Night Fight. Instrument Landin 
Systems and night carrier 
landings are all mission critical 
when vou're duellnq after dark 


riaybtation"" game 
Pilot your fighter 
mid-air refueling 
for the autopilot. 
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Lock and Load. The 
all-new 3D Virtual 
Cockpit mimics the 
exact movements of 
the. pilot's head 
during combat so the 
player never loses 
sight of the action. 


EVERYONE 


PtijyStation 


CONTCNTIUTED BY 


ACTUAL IM-GAME SCREEf\lSHOTS 
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legena, plus we ve included me into on getting the 
hidden misslbn and all the planes and all the other 




way. High altitude flight will also stall 
your aircraft. Again, full throttle is the 
only way to stay in the air. 

You will need to practice matching a 
bogey's speed when in pursuit. The 


Novice and Expert control configura¬ 
tions is the addition of the yaw and roil 
controls in the expert setting. Pressing 
left and right roils your aircraft, which 


nor can you 


stay alive. The sign of a master is know- 


use the Novice setting, you'll only be 
cheating yourself. Plus, the following 
strategies and' maneuvers will be 
useless. You need the complete free¬ 
dom of movement only offered in the 
Expert configuration to perform 
advanced aerial maneuvers. 

The first thing you need to get a han¬ 
dle on (literally) is the throttle. You can't 


available in the Novice configuration 


your speed. Stalling will give you the 
most trouble at first. Each plane you will 
fly has a different stall speed. If you 
aren't paying attention and you reach or 
go below this speed, your aircraft will 
lose power and drop out of the sky. 
You can also stall when trying to fly 
straight up. The only way to maintain 
vertical flight is to go full throttle all the 


avoid this, focus on your throttle and 
react instantly to the bogey's speed. A 
good strategy is to close to within 1000 
feet, then carefully diminish the gap in 
gradually. Be ready to hit the airbrakes or 
reduce speed at any time, as things can 


execute a turn. 

■ Also, when flying sideways, you will 
lose altitude until you right yourself. Use 


right while staying horizontal. When the 
roll and yaw are used together, the 
results are precision kills. 









I iji 
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The radar located in the upper left corner of the dcreeh is extremely useful—first 




is headed, 
a 






can get the arrow representing the 







When a missile is fired at your six, there are 
to increase speed and go into a 
has cleared and you are out of < 
with the throttle maxed out, but be careful not to stall. You 
to avoid a missile. Subtle heading changes will not work here 



can try going into a 





Because the on-board computer takes a moment or two to* 
acquire a lock, approaching a target too fast can make you 
overshoot before you can get the lock. For this reason, you 
need to apply airbrakes before reaching a target. A good 
method is to come at the target upside down. At the last 
rnoment, point 

site, ' then 'fight ' ‘i’ 

yourself and • 







Points 


ttieR0352 Sepia 
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in Level Foiik 


I ' ii h 


r-ai.ili 




■■ • - 


.Am 




Unlocking planes is tied to a player's per¬ 
formance rating, scored from A to D. As 
new aircraft are earned, a screen 
appears foilowtng the debriefing 
announcing that a new aircraft has been 
acquired. The missions are separated 
into four levels and entering into a level 
will automatically provide one or two air¬ 
craft. When the total points for each 
level meets the preset performance 
requirements, an aircraft is added*. 
(Performance grade A: 3 points, B; 2 
♦points, C: 1 point). 


K. 


.U 


Achieving 18 out of the possible 
33 points vyili release ait the aircraft 
for Level One. 


Aircraft Earned 

MiG-33 FulcrumSS 
. F/A-18U Hornet ADV 
. R-IOI Delphinus #1 
^^^Rt 201 Asterozoa 
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Achieving 21 Yoiit 
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for Level Twor Mission and * 
19 are limited to' iH.e: RF-12A2 


points will release all the airerafk.fGH 
Level three. . " . 


Points 

6 pts... . 
10 pts . 

\ i 18pts... 


Points 


Aircraft Earned 

R-102 Delphinus #2 
R-211,OrcinuS;^:- 
R-T03 Delphinus #3 
























































































































































Dog Fight Diagrams: Randall Ng 





along with your missiles. You need some advanced skills to vanquish your targets 
with any kind of speed. Flying left and right will only go so far when acquiring a lock. 
Use the 3D space to get behind your enemy. This means you need to fly up and 
down using all the airspace to get where you want to go. Provided are diagrams for 
obtaining position on your enemy, in both the defensive and offensive roles. 


The control and dynamics of this game are the closest to the real thing seen on the 
PlayStatipicYet Because of this, you can use real-life techniques to take out your 
foes. Basically, in a dogfight you want to get behind your opponent. However, the 
enemy Is trying to do the same, so dog fights can last a long time. You only have a 
limited amount of time for each mission, so flying around in circles will just waste it 


III tits C. LJ Ul LJ 
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In the offensive role, if you are about to overshoot an air tar¬ 
get, climb and hit the airbralce at the same time. This vtnll 
drastically reduce your speed. Bank as you climb, then push 
the nose back to horizontal to gain the lock. The opposite of 
this maneuver is known as the Low-G Yoyo. 


in the offensive role, the bogey in front of you is turning left 
or right avoiding your missiles, you need to get a better 
angle on him by going into an even tighter turn. Do this by 
turning your wing to the ground and drastically reducing 
your speed as you turn. 


While in the defensive role, with the bogey close behind 
you, hit your airbrakes and pull straight up simultaneous¬ 
ly. Then immediately push your nose back to horizontal 
after the bogey has passed underneath you. This offensive 
maneuver was originally invented by Russian pilots. 


In the defender's role, when a bogey is on your six, pull 
straight up and go into a 360° loop, being careful not to 
stall. When you come out of the loop, coming back to hori¬ 
zontal, look for the bogey in front of you. This is probably 
the most basic of aerobatic maneuvers. 


When you and the enemy are flying directly at each other, 
pull up to vertical just before you cross paths. Then pull back 
as if you were execuring a loop, roll back to horizontal and 
get a lock. This maneuver will save distance over the hori¬ 
zontal plane. 


When in the defensive role, try this life-saving little moneu- 
ver; invert and drve verrically, then pull out in the opposite 
direction, making the bogey overshoot you. Now circle back 
around and get on the offensive! Make sure you have plen¬ 
ty of altitude when doing this, or you could auger in. 


/. 








Uiilike the Japanese version of the game, there 
are no branching points in Ace Combat3, which 
means every mission can be accessed by play¬ 
ing straight through the game. There are some 
"sub-missions" within several of the missions, 
wherein if the player completes a mission by a 
certain time, he/she will receive some addition¬ 
al objectives. There are also additional mis¬ 
sions which can be presented to the player if 
the player is doing poorly. There is one extra 
hidden missidn along with lots of extra aircraft 
to get You'll also find that there are some neat 
bonuses to unlock depending on performance. 
Thanks to Namco for this bonus information. 


li tltPil 


Beating the game on the different difficulty levels earn 
you the following bonuses. 

• Complete easy mode and the music player will open, 


• Complete the normal mode and you wilt unlock the 
mission simulator. 

* Complete the hard mode and you will unlock the 
Japanese intro moyie. 


Missisn Simulatar 


After beating the game at the Norma! difficulty level, 
the Mission Simulator will open allowing you to play 
any mission in the game. Select the S card, which 
appears on the right side of the loading screen, to 
access the Mission Simulator. There are 35 missions 
from which to choose from. The hidden 36th mission 
does not appear until it is earned. On the aircraft select 
screen, all available aircraft will appear. (However, for 
mission 16, where gameplay takes place in the stratos¬ 
phere, only the spacecraft Sepia is offered). On the 
weapons selection screen, the spread bomb is selec¬ 
table for all aircraft. (However, this is not true for mis¬ 
sions 16 and 18). 

By playing through the Mission Simulator and per¬ 
forming well, the following additional aircraft can 
become available. 


• Earn straight A's for all missions (36 in all) at a level of 
difficulty higher than Easy to earn the U14054 Aurora. 

• Earn straight A's for all missions (36 in all) at a level 
of difficulty higher than Normal to earn the X-49 
Night Raven. 

• Earn straight A's for all missions (36 in all) at the Hard 
level of difficulty to earn the O.S.L. (Orbital Satellite 
Laser). The O.Sl. is not available during the 16th, 18th, 
32nd and 33rd missions. 


The Hiddii 

To get to the 36th mission, you must a earn B or better 
in ail 35 missions of the regular game. It cannot be 
opened through the Mission Simulator. The goal of this 
mission is to suppress the aircraft Geopelia that has 
run amok. During the mission, the Geopelia is hacked 
into and the possibility that the player is an A! program 
is suggested. At the completion of the 36th Mission, 
you will get to see a new ending. Beat the hidden mis¬ 
sion in the Mission Simulator with an A grade 
and earn the XR-900 Geopelia. 
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|!us guide contains a 
complete walkthrough 
of Fear Effect 
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(•) Sometimes steaith is better than force. Use the R2 button to duck and 
hold it while walking to sneak past enemies. 


@ After you find two of a weapon, you can equip them both for dual firing 
action on multiple targets at the same time. Be warned, though, that 
using two of the same weapon will consume twice as much ammo. 

(® Be sure to save as often as you can, whenever there is a save point, to 
avoid having to do much back tracking. Always be listening for your 
Cellphone, which rings when you can save. 


Finally, to get the best ending in the game, play through the game 
on the hard difficulty level. Enemies will be harder to kill with 
more hit points, making the game a true challenge 



8 . In the room Jin was interrogated in, pick up the Key 
for Locker 67. 

1 0. Down the plank in the next area, use the fuse on 
the fuse box with green lights to bring up the power. 
Backtrack the way you came. 

11. Get through the electrified floor panels by 
carefully walking from deactivated panel 
(shaded dark) to deactivated panel. 


4 . The sequence is timed, so watch if 
1 cycle through at least once before you 
\ attempt a crossing. We have numbered 
) the path for you. 


□iSK *1 - -Hong Kongi 
Twe Lfim SuiLDiNG 


This is the headquarters for the 
ultra-wealthy Mr. Lam. It's his 
daughter that mercenaries Hana 
and Glas are looking for. 
building is going to be a 
nut to crack. Your mission 
is to find and attempt to 
cue your contact and 
Jin, who was supposed 
meet you at the landing 
It was Jin who originally 
tacted Hana about f 
the runaway. Wee 
Lam, to give her back 
her father in exchange for 
huge amounts of cash. 


As Hana 

1 . Use the switch to raise the landing pad. 

2 . At the small building, look inside the window, 
then shoot it out. Inside, grab the fuse from the 
shelf, then use the lever. 

3 . Climb the ladder and use the crank to release 
the steam, killing the guard. 

4. Grab the Gate Key left by the guard and use it . |\ 

on the gate. 

5 . In the next area, shoot all the security to get the 
Red Card Key. 

6 . Use the Red Card Key on the door at the end of 1 

the path. \ , 1 

7. Gnce inside, save the game, then use the com- > i 

munication equipment to see Jin drop the key for 

locker 67. Exit. 



12. Use the Locker Key on Locker 67 
to get the Blue Card Key and another 
nine mm. gun. Now use the elevator. 

13. Grab the wire cutters from the 
open tool cabinet on the left at the 
bottom of the elevator. Use the 
Blue Card Key on the door at the 
end of the path. 

14. Shoot the thugs in the 
room, taking care not to hit Jin, 
then use the wire cutters on 
the bomb on his chest. Now 
deactivate it. 



Jin is the original contact for the whole affair of 
finding and ransoming Lam's daughter. 



^Two out of three wires have to be cut between each 
JiSplay in the correct sequence to disarm the bomb on 
Urn's chest. The big clue as to which wires to cut and 
iwhen to cut them lies back down the path and 
around the corner on the wall. There is a lit panel fea¬ 
turing the three colors of the delay switches reading 
from top to bottom in this order — Orange, Purple, 
Green. Also note that on either side of each color are 
the primary colors, which make up the center sec¬ 
ondary color. So back at the bomb, you select the 
Orange delay switch first and cut the red and yellow 
wires. Select Purple and cut the red and blue wires. 
Finally, select the Green delay switch and cut the yel¬ 
low and blue wires. 


. We've marked an X through each wire that needs to be 
cut, as well as a number above each delay showing you 
the order in which to do it. 



As Hana 

1. Use the bomb on the locked door and go back the 
way you came. Descend down the open hatch found 
near the door accessed by the Red Key Card. 

2. Go past the neon sign to the small room. At the end, 
there is the first boss character. After defeating him, 
grab the Sign Key. 



A Use the two large barriers in the middle and Hana's 
dodge move to stay alive against this boss. After several 
bullets from Hana's gun, he should be dead. 
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wards as it explodes. 

4. Look down the gaping 
hole and then fall through 

the floor, 


3, Use the Sign Key on the control panel. Once the cor¬ 
rect characters are entered, the disk will be revealed 
but Hana is attacked and captured. 


As Hana 

1. Shoot the gunship and she will automatically jump 
aboard and take control of it. 


landing on |P 
the same 
level the captive Hana 
is on. 


As Glas 

T. Run down the balcony towards the gunship and Glas 
will automatically jump to it. 


ATTeMFT 


Both Hana and Glas get away and pick up an associati 
of theirs, the Australian-born Deke. He was given the; 
encryption spike needed to decode the disk by a nnys- 
terious stranger. On the disk is some very useful plot- 
thickening information, as well as a new objective — 
find Madam Chen, who runs a bordello. 

▼ Meet the team. These guys will go to Hell and 
back to get the [ob done! 


Take his Assault Rifle 
then use the ladder At 
the bottom, meet Mr. 
Lam himself while getting recaptured. 


47 To solve the puzzle, arrange the Chinese characters so 
that they appear in the same order as the large neon sign 
around the corner. 


As Glas I 

1. To get through the pipe area, care- J 
fully time a sprint up the center pipe ■ 
to a valve and turn it. Now quickly fl 
run back along the center pipe, then ^ 
head towards the back of the area, stop 
ping at the right-most pipe to let the pattern reset 
before moving on. 

2. To take out the gunship, aim for the fabric hanging on 
the line. Only two pieces of fabric is all it takes in the 
vehicle's air intakes to disable it. First shoot the fabric 
hanging on the right and then shoot one hanging on the 
left side of the area. 

3. Head back to the ladder leading down by the room 
accessed by the Red Card Key. 

4. Down the ladder, Gias will meet up with the captive 
Hana and rescue her, as well as recover the disk, only 
to then be attacked by a larger gunship. 


4 Hana Is so beautiful 
and so deadly! 


As Glas 

1. Hit the switch to raise the landing pad. After a gum 
ship attacks, Glas has seconds to quickly run around to 
the exposed ladder before another missile hits and fire 
engulfs the landing pad. 

2. Follow the same route as Hana and avoid the 
machine gun fire of the pursuing ship. 

3. After the building explodes, grab the pipe from the 
rubble and use it on the boiler, then fire a weapon at the 
same place, making sure to dodge and move back- 




2. Use the Po Mon Key onThe hut at the end of the path and talk to the old woman. 

3. Exit out the back door and go right towards the large cement building. After killing 
the guards along the way, examine the boxes at the end. 

4. When the guard sneaks up from behind, select your towel from your inventory to 
drop it. Deke can coime ujalndenap his neck. 


In a boat, the three mercenaries head up river towards Madas^hen's. Hana is tak¬ 
ing a shower when all of a sudden they come to a bumingyillage and decide to inves- 
tigate. As they dock, they happen to see Wee iyiirjgv;|he ^me^girl they are trying to 
find^and rescue. The entire disk involves a burhingtyjlb with zombies, 

alLsomehow caused by Wee Ming. Hana has Qp'Tifne to put ori clothing and just 
wraps a towel around herself before entering the village. 


1. Inside thellargCDuildingt^enterThe first open train car door on the right. The door 
will shut and a boss charactenappears. Once the boss is dead, get the MK V Assauft 

Rifle he drops and exit, ’ 


Avoid the automatic fire 
of this boss by ducking 
and using some dodge 
moves. Be careful not to 
shoot the explosive the 
boss hides behind. 


As Hana - 

1. Kill the zombies and see Wee Ming run away into“the village 


As Deke ® * 

1. Walk up the path and take the left route at the fork. Enter the bar and take 
out the bald guy who attacks you, as well as some zombies. 


2. Outside the train car, kill 
the soldiers that attack and 
grab the Ladder Access 
Card one of them drops. 
Use the Ladder Access 
Card to open the access 

■-.s 

panel in the upper lefi;cor- 


As Gias 

1. Trapped by a burning palm tree, carefully run Gias over the burning walk 
way, timing his progression so as to avoid the flare dps. 


As Hana 

1. Go up the walkway, left at the fork, pass the ba^-anJlriterfee hutpt the end. Get 
the Po Mon^Key from inside and go backhand .taketth5S'bth&^^^ 




ner, revealing tvyo fus.es.and multiple places to put them. After unlocking andridw§r- 

ing the ladder,, ciimb it..o. ’ 

































3. Back down the path, near the save point, examine 
the train to find a door to use the Train Key on. 

4. Inside, examine the written note attached to the 
hanging clipboard, then check out the panel to; its left. 
Now using the message, extrapolate 

number to enter into the panel and the traimw 
to move. All aboard! 


As Deke ^ 

1. Shoot the soldiers on the roof, m 

2. Run as fast as possible along 

the roof, towards the back of the V 
train. Be quick, as any delay once t 
control of Deke isigained, will 
rhean certain death;^^:^ .^< 3 ^ 


As Glas 

1, Navigate Glas to the 
other side of the chasm, I 
There is a bit of climbing / 
involved. On the other i 
side, kill the soldiers. 

2. Grab the Truck Key one 
of them drops and use it on 
the truck. 






Inside the truck, Wee Ming 
is found and demands that 
Glas and his companions 
take her to Madam Chen's. 
After picking up Hana and 
Deke, the whole crew heads 
to Madam Chen's. 






3. Watch your step on the girders.; Shoot ail the 
enemy, then make it over teifar right edge of the area 
and a cutscene will take over. 


As Gias 

1, After a conversation with Wee Ming, kill the zom 
bies that attack. 


t*- This is Modam Chen. She 
runs a "house" for... um... 
wayward girfsl 


As Hana 

1. Make it over to the hut where the Po Mon Key was 
found and kill the enemies that appear to get the Xi 
Mon Key. 

2. Go back to th'eTiut with the old lady and out the back 
door. Go left, following the railroad tracks. At the end, 
enter the left hut using the Xi Mon Key and kill the bad 
guys inside to claim the Train Key. 


First unlock the ladder, then extend it by placing the 
fuses in different locations. Turn off the power on all 
three rows, then take one fuse and place it on the 
power slot on the second row and the other fuse on 
the Lock 3 slot, also in the second row. Turn the 
power back on for the second row and the ladder 
will unlock. Now turn off the power again and put the 
fuse on the Power slot on the first row and the sec¬ 
ond fuse on the Ladder slot, also in the first row, to 
lower the ladder. 


To determine the number that needs to be entered, 
read the note and write down every word that could 
also represent a number or individual letter, just like 
‘a license plate. Hint: The first letter of each important 
word is capitalized. Another clue is also visible. In the 
upper right hand corner is an invoice number which, 
reveals the number sequence, The code to enter is 


A Afler the ladder has been unlocked, arrange the fuses 
so that they appear in the^ slots, which will lower the 
ladder. Be very, very careful! 


A The contents of the message gives you the alphanu¬ 
meric code to enter or you can lust look of the invoice 
number in the upper right. 



□iSK » 3 - 
fYl-RDfliYi Chen's 

Disk 3 opens with the team assembled outside of 
Madam Chen's. It is decided that Hana may get recog¬ 
nized inside, so it is Glas who will accompany Wee 
Ming into the bordello that masquerades as a restau¬ 
rant. As Wee Ming meets with Madam Chen, her 
goons knock out Glas and lock him in a closet. 


msoj/NG wee m. 



As Glas 

1. Grab cooking oil from shelf and smash the vase. 
Before the guard enters, pour the cooking oil on the 
one square spot on the floor without a circular grate. 
Now lure the guard over the square spot to make him 
slip. Exit the room and head down hall to see body¬ 
guards clear the restaurant and Madam Chen shuffle 
Wee Ming off somewhere. 


As Deke 

1. Up on the roof, you must walk across glass. Use the 
diagram to find the only route through. Save at the 
other end and go through the door. 



A Before you attempt a crossing, notice how the light passes 
over the glass and exposes the cracks. Each pass of light 
comes from a different angle, exposing different cracks. 
Put together the locations of all the cracked ponels of 
glass and you would come up with the route we have 
diagrammed for you. 


As Glas 

1. Using the R2 button to stealthfully creep into the 
kitchen, sneak past all the cooks, being sure to pass 
when their backs are turned. In the back, find a fire alarm 
and pull it. Be ready for a fight as the sprinklers come on. 

2. Enter the dining room and take out the bodyguards. 
Go out to front door and let Hana in. 


As Hana 

I. Enter the kitchen storeroom and put on the under¬ 


wear hanging on the screen. If you don't draw your 
weapons, you can walk around freely without being 
shot at, since you look like just another working girl. 
Enter the door for working girls only. Go upstairs and 
then left down the hallway to second to last red door. 
Deke is inside. 

2. The guard will come in and again tell Hana to get 
back to work. Resume control of Deke. 



▲ Notice the Cardinal Syn poster hanging in the room with 
video of the girl dancing. It's a good thing Kronos stopped 
making fighting games and tried a new genre, as past 
efforts have been pretty lousy. 


As Deke 

1. Enter the room across from the stairs and grab the 
coin from table. Now enter the room with the TV. 
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Inside, use the coin on the puppet box. Enter the cor¬ 
rect order of movennents into the puppet box to open 
a secret door. 


As Hana 

1 . Enter coat room and grab the white vase. Enter red 
door across from stairs and kill guard inside to get anoth¬ 
er Lounge Key. 

2 . Use the Lounge Key on the purple door, then use the 
door in the back of the room to reach a long hall and the 
fountain at the end. Get some flowers from the fountain 
and, on the way back to the lounge, kill the bodyguards 
to get the Office Key. 

3. Use the Office Key on the door right of the hallway. 
Inside, take the elevator up to Madam Chen's room. 
Across from the Madam's room, enter the double doors 
and grab the Black Vase. Outside Madam's room, use 
the vases on the pedestals. 

4. To solve the vase puzzle and unlock the door, place 
the white vase on the left and the black on the right. 
Then the wilted lilies go in the black vase on the right 
and the fresh sunflower goes in the left, white vase. 




I lii I rj',1 


As Hana 

1 . After Wee Ming slips into the water, use the disap¬ 
pearing stones {timing your progression) to navigate to 
the other shore. Continue down the path. 


A The clue to solving the vases puzzle is the picture of the 
tree on the door itself. The left side of tree is in full bloom, 
while the right side of the tree is dead. 


2 . Go through the secret door and it 
will close behind you. In the next room 
with several doors and a hallway, enter 
1 the room through the brown door, 
t right of the hallway. Inside, find the 
m Elevator Key, then exit. 

J 3. Go down the hallway and use ele- 
vator key on the elevator at the end. 
Get off of the elevator and enter the 
small room to grab the wrench from 
L the ground. 

' 4. Head downstairs and enter the 
!j room through the door at the end. 
i Inside, use the wrench on the valve to 
! turn off the steam and activate the 
water in a fountain somewhere. Grab 
the Madam Room Key. 

, 5. Back upstairs, use the Madam 
‘ ’i Room Key on locked pink double 
Vj doors with the picture of a tree on it. 
;.s Inside, Madam Chen will kill Deke 


Iv^the.three huts, go dovvl tlie ri path past some 
Ipcfeed double doors vvith tSee lit torches chiseled into 
it Yoti will come to another fork in the road. Down the 
left path, notice the young girl in a weird playroom, then 
head down the right path. 


As Hana 

1 . Head back to the stairs leading down to the kitchen 
and after the cutscene, enter the kitchen storeroom. 
Inside, change and get the Meat Locker key. 

2 . Now enter the meat locker in the kitchen using the 
Meat Locker key. Inside, you'll find Gias hanging. 
Around the corner, go through the green door with the 
sound of a saw running coming from behind it. Madam 
Chen will be there with Wee Ming. 

3. To kill Madam Chen, kill the demon girls, then grab 
the paper doll one of them drops. Now use the doll in 
front of the Madam to make her vulnerable for a 
moment. Use this chance to plug some bullets into her 
before she becomes invincible again. Repeat this pat¬ 
tern until the Madam is beaten and Wee Ming and Hana 
will follow her into Hell. 


3. At the bend, kill the enemy and grab the Paper Gate 
I they leave behind. Also notice the blocked 

5 gate at the end. Return to the fire sparked 

I by tightning .p|st the huts and throw in 

the papehgate. This will cause the pre- 
L' viously biocked gate to burn away. 

Head there and you 


come across 
captive Madam Chen. 
Take the doll she gives 
you and give it to 
the young girl in 
; the playroom. 


AfremATH 

By the end of disk three, everything has literally 

gone to Hell. Deke is dead, Glas lost an arm and is 

barely alive, hanging on a hook in a meat 

locker and Wee Ming has unintention- 

ally caused demons to infest Madam 

Chen's. The Madam is thought to be 

dead, but to break the curse, Hana 

is going to have to help Wee 

Ming 

^ If you're going to be a body- 
guard, you might os well work 
in the red light district. 


V. A Don't [ 
f shoot I 
any of the i 
not so 
innocent 
girls hang- 
nq around. 


4. Alter a com 
iSi versation with 
the young Mei 
Vr Yun (Hana), solve 
the puzzle box to her 
right to eventually get 
the Stone Scroll. 


S 1. After killing all the bodyguards, 
S enter the "working girl" area and, at 
jl^f! the top of the stairs, go right. At the 
‘jjiif end, kill the bodyguard to get the 
^ Lounge Key. Use the Lounge Key 
on the purple door back down the hall. 
2 . By the entrance of the room, find the right-most door 
and enter. To kill the bodyguard under the bed and not 
accidentally hit the girl, shoot only when the guard 
comes out on either side, exposing himself. 


A it doesn't make 
much sense yet, but 
you have to get Wee 
Ming into Hell. 


before things get even vyorse, as Wee Ming falls into 
the water and is draggedaway by something. Now 
Hana is completely alonfen a creepy world that 


i|n§rel^ Hana and her .38s. Sh^'s 
alj^ ^pt a' pair of 9 mm; pistols, q 
sHqtguiit an^, assault rifles* 


Hell is an eerie place. After descending down the hole 
created by Madam Chenv Hana and Wee Ming will find 
themselves in what appears to be Hell. It's not long 


makes little sense 


In this strange world, paper has a very special signif- 
®ance. Burning paper objects will make a variety of 
things happen. As enemies are killed, they will drop 
paper ammo and sometimes paper weapons. In 
their paper state, they are useless, but when 
burned, they will become real ammo and real guns. 
Burn paper objects anywhere you see yellow smoke 
around a torch or use the large bonfire. 


To solve this puzzle, you must input the dancing 
moves in the correct order. To get the correct order, 
enter the next room down and study the video of 
the girl dancing. The start of the videotape loop 
comes after the part when the screen goes fuzzy. 
We've also diagramed the correct order for you. 


After you have collected some paper ammo and 
paper weapons, find a torch putting out yellow 
smoke to burn the objects on to make them become 
real objects you can use. 


This creepy puzzle is a stumper until you figure out 
that you just have to follow the dancing moves of the 
girl on the video in the next room. 
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.’B-:^ake! Scroil 


|d|rA Chen 
Idhains;. For 


IFfake the tree branch 
?ancl set it ablaze and 
Jight ^e three unlit 
torches spread throughout ■ 
the level. 

7, With all three torches 
the double stone doors with ■ 
the torches carved into thennfj#;;,: - ' 
vvilt catch fire and open. f nteK and 


f ^ Move over, 
Lara! Hana is 
for more hord- 
corel Yowl 


Gate Key from the spirit inside. 

8 . Burn the Paper Gate Key on the bonfire 

to make a real Gate Key appear on the W 

altar inside the left-most hut. Now go use 

the Gate Key on the Chinese style double doors past 

the child's room. 


As Glas 


'through several doors and frWe end,, find the Moon 
Key. Go back the way you came, continuing past the 
dragon statue and use the Moon Key on the locked 
door at the end. 

2 . Follow Deke's ghost past the Dragon of Fire. Climb 
down the vines and continue past the Dragon Of Earth 
and the Dragon Of Heaven and get the Sun Key. 

3. Backtrack to use the Sun Key on the door left of the 
■Jvloon door. Inside, find the Dragon Of Mountain, Go 
Sack down the passage past: where you found the 
pfagons of Earth and Fire, fdlipwing the ghost of Deke. 
Climb the next set of vines in the back of the room. 


4. Climb down the vines in the small crack. In the next 

■ a- ■ ' ■ 

area, inspect the mirror to determine the route to use 
across the break-away stone floor. 






5 . Once across, grab the Stone Svv/ord and go 
back the way you came. 

^6. On the other side '® Moon door, 
i^u will see the ghost^®'©eke. Use the 


standing in front of and it will blow apart, 
revealing another passage. At the end is 
Deke, and he attacks. 




Glas is one mean hombre! Aren^t you glad he% on your side? 


In the mirror, see several images of the elements 
tfet the dragons represent. Notice that they appear 
in a specific order. Further down the path is a break- 
Bway floor with several symbols on it. Each symbol 
represents a dragon. You may have noticed that on 
the base on which each dragon stood, there was one 
of the symbols found on the floor. The order in which 
the images appear tells you which stones to step on 
to make your way across, The following is the order 
that the dragons appear in the mirror: 


Tp solve this puzzle, notice how the toy safe has a 
dial with five different sets of marks scratched into 
the surface, each representing a number on the wail 
to the left. The other numbers around the safe “ 5, 
18,35,88,00 — represent the different ages of Hana 
(Mei Yun) ranging from birth, 00 to old age, 88. The 
words listed under the numbers are essentially the 
key to deriving the correct combinations from the rid¬ 
dle the young Mei Yun poses. So when she says; 
"As a child, we flowered like a branch under the 
rain", check the key and you will find only two of the 
words are represented, 'flowered' listed under the 
number five and 'branch' listed under the number 
one. The order that the words appear in the sentence 
determines the order you enter the numbers into the 
safe. When you enter the combo on the safe, you 
must determine which number on the outside to line 
up with the slashes on the dial. This is determined by 
the current age of the Mei Yun. 

To begin solving the puzzle, first enter five, then 
one, using the number five to line them up under, 
representing the young Mei Yun. Suddenly an 18, 
year old prostitute Mei Yun appears and says; "In 
youth, our beauty attracted the desire of many men," 
Using the key to figure it out, the combo to enter is 
two, five, five lining up the scratches on the dial 
under the number 18 on the outer ring. A middle 
aged Mei Yun appears and says; "in adulthood, v\re 
marry and give birth to many children." Enter the 
number one, then five, under the number 35 on the 
outside ring. Finally, an 88 year old Mei Yun appears 
and says; "In death, our withered body crumbles into 
bone and dust." Again, using the key and the phrase 
to determine the combination, enter four, four, three, 
two under the 88 on the outside ring of the safe. The 
old Mei Yun will wither av^^ay and die and her skele¬ 
ton wti! fall to the ground, cracking the skull and 
revealing the Stone Scroll. 


Symbol 


Dragon 


Dragon of Mountain 


Dragon of Heaven 


Dragon of Water 






Dragon of Water 


Dragon of Heaven 


Eoch dragon has its own corresponding symbol 


A The numbers on the outer ring represent 
ferent oaes of Mei Yun. 


Use the diagram to novigate your way through 


A Use the writing on the wall to decode the phrases Mei 
Yun tells you. 
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1 . After the map burns away, the world will change into a room filled with prayer wheels. This entire room is a puz¬ 
zle. Walk up to the fireplace and throw in the paper doll in your possession. After you kill all the spirits who attack 
solve the puzzle room. 


2 . The center of the room 
will rise and Jin will appear 
and show you his true 
identity as Jin Lau Long 
(the King of Hell). He will 
then go on to tel! you 
everything there is to tell 
about what has been hap¬ 
pening, including Wee 
Mings and Hana's involve¬ 
ment. Lam, Wee Ming's 
father, appears and has 
apparently failed the Jin 
Lau Long and is trans¬ 
formed into a hideous 
beast. Gtas will grab a gun 
and try to shoot Wee 
Ming, Hana will get in the 
way and the result is a 
showdown. You will now 
be given a choice as to 
what to do next. 


^ ._3iWV 


As Hana ■ , 

1 . Head to the throne^at the end of the corridor. Inside 
will be another spirit, the brother of the earlier spirit. He 
will give you the other half of the Stone Tree to create 
the complete Stone Willow. When he disappears, a 
crank will be in his place. Grab it and leave. 

2 . Head over to the well and use the crank on it to raise 

the bucket and collect the .Stone Eye GI as placed 
inside. ContirTue to’walk down the path ahdT|e geme 
will take over. : 


mutated beast and will launch waves of large green 
demons. Kill these as they appear and concentrate: a 
few shots on Wee Ming herself before she launches 
more. It will take a few minutes, but after going through 
this pattern several times. Wee Ming will stop fighting 
and return to her previous form and then turn into, a 
paper doll. Glas grabs the paper doll, then kills and 
burns everything, including Madam Chen's bordello. As 


As Gfas 

1 , After a long and surprising cinema, take control of 
Glas as he is surrounded by spirits. You will eventually 
be overcome and Lam will appear with Glas' arm. 


Depending on which character you choose you can get 
to one of four different endings. A fifth ending, where 
you can choose the middle option where Hana and Glas 
work together to get Wee Ming into Hell becomes avail¬ 
able if ypU; played the game on the iHard difficulty. The 


As Hana 

1. Following the two spirits through the tree?and head 
to the end of the path. There you will come to a map 
of the level with four symbols at the bottom left repre¬ 
senting the Stone Scroll, Stone Eyeball, and both 
halves of the Stone Willow. Symbols on the map rep¬ 
resent different locations in the level like the welt, the 
three torches, where you received the branch, etc... To 
solve the puzzle, you must select one of thg^feur stone 
objects and then :|e!ect the location where yoO*? found 
it So place the Stone Scroti at the top of the m on 
the child's room. For the Eyeball, you would select the 
well. Finally, for the left half of the willow, choose the 
upper left gate and the right half on the three torches 
in the lower right The map will burn away and you'll 
have to switch to disk two. 


4 The choice you 
make here 
determines the 
ending you get. 


The ;bpt:eading in the game cail; only earned if iyod 
played through the game on the Hard difficulty setting. 
Choose the middle selection aild both Hana and Glas 
will decide to work together. While Glas gets Wee Ming 
over to the paper version of herself on the ground so 
that she can stand on it and be transported to hell, 
breakirig the prophecy, Hana must fight the mutated 
Lam dn her own. To defeat him,^ shoot the demons that 
appeal yyl^ile avoiding Lam'sYgrGund attacks.; As 
denhdhs are killed, paper moheY wilt be dropped. Use 
the paper money on one of the two torches to cause 
damage to Lam. Repeat this pattern over and over until 
the boss is destroyed. Afterwards, before Wee Ming 
transports to he!!, she promises to make things right 
with Hana, The King of Hell will try to stop her, but Glas 
shootsjhim, knocking him back into the pit behind. As 
Hana ;.end Glas emerge frorb/Ybb; rubble of Madam 


Ghobse:Ha#bnd;Sb^will shoot Giasf|fou must then 
distract Jin Lau Long; so Wee Ming can get onto the 
paper version of herself on the ground. Interceding on 
the devil'sbehave, the mutated Lam became will attack. 
To defeat him, shoot the demons that appear while 
avoiding Lam's ground attacks. As the demons are 
killed, paper money will be dropped. Use the paper 
money on ::ppe:;of: t two torches tp: cause damage to 
Lam, Repeatthis pattern over and ovenuntil the boss is 
destroyed. cYou vvill then see WealMtrig^ break the 
prophecy and the game will end. 






A Just take a stone object from the bottom leftjind place it 
on the location on the map where you found it. : 


Choose Glas and he will shoot Hana: add then turn his and have both his atms. Hurrah 

gun on Wee Ming. Wee Ming then transforms into a for everyone! 


Doko's atiack is Ixisiailly to wash away tfie sloners 
\^bu'io siandiny on in a S|>ocilic patloin, thon liso out 
of tlu5 muck to lot you shoot at him. As you pock 
bway at his health with your stlongest weapon, new 
stones af)f)ea[ and Dokt; will wash them away in a 
new frattern. l ie'll ker'p doing Ihis patloni until he is 
dost! eyed. Aflei Doko is goiu?, Glas will tjiab a stone 
eye Irom tlie ground whoii) Dr.irr (lisintograted and 
linil tire bottom of the well. 


Notice Ik)w thoie is a (thinerro; charactei al.)Ovo tlu! lliroo symbols leprosonlitu 
tli(? Stone Willow, Sloru? I ye and Stone Scroll on tlie liieplace, lo solve tlu? pu/ 
ale, find the same (')iinese cliaiacteis aiound tlie room and use the cone 
Spufuling item in your invoniory on the chaiacttns. I he (Jiinese chaiacteu 
yoii're looking loi will hoiirUMiTiediately glttwingastiglilly daikei yijilow than Ihi 
I ost of tfie (.jlowinq i ■! lai. tcltji s. i- 




on o standing wneai to 
the right of where you 
ploced the Stone Willow. 


Place the 
Stone Willow 
on a square 
in the back 
i>f the room 
on the floor. 


: The Stone Scroll goes 
on the floor also in the 
bock of the room, oppo¬ 
site where you placed 
the other two. 
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0 fter playing through the first training 

level of the latest Tomb Raider, you 1 
may have noticed that at the end, I 
there are two doors leading to the next level and I 
the race for the Iris. One door is for the virtuous \ 
and the other for the heretical. If you just run 
through the level without searching for secrets, you 


start the next level 




◄ When you 
enter the 
crawl space to 
reach the lever 
to release the 
large door, fol¬ 
low the left 
route around 
to find the 
Golden Skull. 




A When you have to dive Into the pool of water to reach 
the lever to lower the bridge for Von Croy> search the bot 
tom for the next Golden Skull. 


A The first skull is on the ledge left of the stairs descend 
ing into the temple found at the start of the level. 


J'ATf -N 


A In the last outside area, after you learn how to perform 


the dash move, you will find the last Golden Skull behind 
the railing opposite the two entrances to next level. Now, 
with all eight golden skulls, follow Von Croy through the 
left entrance of the Virtuous to the secret level. 


A When you come to the outside area with the wild 
boars, simply follow the right wall all the way around 
to the back corner, opposite the exit, where you will 
find the Golden Skull. 




A Just past the first set of hidden spikes Von Croy inten 
tionally activates, you will be asked to hop a gap. The 
skull is at the bottom of the gap in the water. 


, ^ r '~*i 












The rules will be the same: run as fast as you can 
through the level, trying to beat Von Croy to the iris arti- 

fact. The end result is the 

rnors difficult. Our b©st 


A The sixth Golden Skull is on the floor on the right in the 
room you enter through the doorway with the two lion 
statues. Also look for the skeleton or the Indiana Jones- 
type character in the spikes, complete with whip and 
trademark brimmed felt hat. 


-4 Once you get all eight 
Golden Skulls, the left 
path is opened by 
Von Croy. T i• 


A In the area where you learn the long jump and grab 
moves, you will find the third skull on the ground at the 
bottom of the third waterfall on the right. 


m BOTTOM OF pool 


Golden skull renders: Randall Ng 
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it —you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want em now. Don't worry, our 
sources are the best. Stay connected with 





and your supply will never go dry. 


codB FIh 

□F rhe 



Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we puli out those exceptional codes 
and cheat gems and award them with the dubious honor of Gdde Fix Of The Month. Look here for 
the hottest of the hot codes for the best games each monthfi n 



A huge bunch of Vigilante 8:2nd Offense codes came 
in this month and most of them are really quite fun to 
use. Most are cheats that will somehow affect game- 
play, like eliminating a!! enemies or messing with the 
physics, but the last cheat that enables you play the 
original V8 levels is one of the coolest cheats we've 
ever seen in a game. 

To enter any of the following codes, enter the 
Options screen and select Game Status. Now select 
Player One, highlight any box, then press LI -h R1 to 
bring up a password screen. Finally, enter any of the 
cheats listed and you will hear someone say the word 
"Funky" when entered correctly. 


^ At the Game Status 
screen, press LI + RI 
to bring up a pass- 
word screen where 
you enter any of 
the codes. 







«ay«5fl 

















HOME A EtOfT E 


Ac^cel omiiinmenu 


Cheat 

RAPID FIRE. 


HOME ALONE 


BLAST.FIRE. 

UNDER FIRE,... 


GO_SLOW_MO . . 
GO RAMMING . . 


MORE.SPEED... 
QUICK PLAY . ... 


JACK IT UP 


^ • V 


> The No Enemies 
code is one of our 
favorites at PSM as it 
allows us to check 
out all of a leveKs 
features without the 
computer opponents 
bugging us. 


Effect 

.. Rapid Fire (eliminates any delay ■ 
when shooting secondary weapons) 

.. No Enemies (you must then start ; 
an arcade game and choose zero 
for opponents and then start the level): 
NOuGRAVITY . . . .. Very Low Gravity (your car will f 
> float whenever it is hit) 

G0_MONSTER .. , Monster Truck Tires t 

LONG_MO\/IE .... At! Ending Cinemas (at! endings « 

will be played in one continuous movie) ; 
MIXES_GARS..... Use The Same Car In Multi-player ^ 

(allows both players to select the 
same car in the multi-player mode) : 
DRIVE_ONLY.No Attachment Power-ups (no ° 


wheel attachment pick-ups will 
appear during the level) 

. Stronger interceptor Missiles 
. Attract Enemies (enemies will 
relentlessly focus their attacks on 
you, making things much tougher) 
. Siow Motion 

. Heavier cars (increases your car's 
weight, allowing you to push the 
other cars around) 

. Faster Moving Game 
. Quick Start (choose Arcade and 
you will automatically start a 
random level with a random car 
and random enemies) 

. High Suspensions (makes you 
bounce around a lot) 









4 The High 
Suspension code 
really offects how 
your car handles 
for the worse. Enter 
this code only if 
you're really loaking 
for o challenge. 


>cao:Efpt O custom omaiamenu 




Vkill&Me S Levels 


Origin 

This has to be one of the coolest codes found in any 
videogame. Not just because it will allow you to play 
the ten levels from the first game using all the new cars 
and wheel attachments, but also because of the way 


you enter the cheat. 

Start a game in any mode, then pause the action. 
Now open the iid of your PlayStation and take out your 
Vigilante 8; 2nd Offense disc and replace it with a copy 
of the original Vigilante 8. Close the iid and the game 
will read the disc and when a message appears saying 
"V8 Levels Enabled'' the trick will be completed. Now 
open the lid of the PlayStation, remove the original V8 
disc and replace it with your V8:2nd Offense 6\sc, shut 
the lid and either un-pause the game or quit back to 
the main menu where you can select Arcade. At the 
level select screen, all ten of the originals levels wi 
now be selectable. 


► The first step in 
enabimg the original 
V8 levels is tb start a 
game, then pause it. 
Then remove the VS: 
2nd Offense disCi ; 




< Replace the disc 
with a copy of the 
first VS and close the 
lid. The game will 
analyze the disc and 
will display the mes¬ 
sage ''VS Levels 
Enabled" when com¬ 
pleted. Now put the 
VS: 2nd Offense 
back in and return to 
the Main Menu. 


Start 0 gome in 
Arcade mode and at 
the level select 
screen, all ten levels 
from the first gome 
will be selectable, 
including the classic 
Volley Farms level. 
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Normally to open all the courses in the game, you 
would have to play through several times. Since none 
of us have that kind of time any more, here's the pass¬ 
word to unlock them ai! straight away. Choose Single 
play, then when you get to the course selection 
screen, press O to open a password screen. There 
enter POQAKI as a password, then exit and every 
course is yours! 


> Choose any type 
of play, any char- 
octer, then at Hie 
course selection 
screen, press O 
get to the pass¬ 
word screen. 


/■ 




tnter PasscoiSit 


A: ■■ e 


6 H 


.; M N 


[PodfMi 




£ J 
K t 








< With one pass¬ 
word, every 
course is yours 
to try. 
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Pow«-up 


ACHILLES MQ® 




wnsn 


Code 

TRACERON . 
ICOSIDODEC 


rocomm. 




Almost Every 


A coupfe of issues ago, we released a few codes for 
this epic game. Now we're back with more, a whole lot 
more! Just in case you missed the first codes, we're 
running them again. Almost all are at the 

Password screen found in the Opti^cmenu. After 
entering any icd3e, the lights on the'codex machine 
(password scIlSh): will shine green/nThe types of 
cheats availabfe run the gamut of effects, including sev¬ 
eral to unlock hidden characters in the two-player 
mode, some general gameplay cheats and secret 
modes, as well as passwords to unipck artwork and 
historical back|fGUnd for each level,, yiey/ed from the 
Gallery options 




3 Enter the code on 
si the Codex machine 
and when you select 
SEND, the lights will 
turn green. 


.r \ f. 

4 ^ ! I •" i 


The following codes, with the exception of the 
American movie Mode, can only be used on levels you 
have already been beaten. They vyili appear in the 
secret codes menu where they can be turned on 
and off. 


f - As you enter 
any of the 
gameplay 
cheats, they wilj 
appear on the 
Secret Codes 
Screen and can 
be turned on 
and off at will. 
They can only 
be used with 
levels you have 
already beaten. 
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....... Wireframe Graphics 

.... Rapid Fire 

GOBLUE ...Reflecting Shots 

SPRECHEN ............. American Movie Mode 

MOSTMEDALS ....invincible Mode 

•BADGOPSHOWt.. Unlimited Ammunition 


The wireframe l^e^will hove the most d^thctHc visual effect, 
making each levellfMfe'like itis straight Tjwn, 


Enter CAPTAINDYE at the password screen and start a 
new game. Your health will be consistent from level to 


within a missipn,itd|jgad of your,bealthkreseB;ing 
:rto^P&%-each time youi^ifPa new level. Plafihg-the 
game:inThis nhode results In a different path to unfbck- 
ing the game's secrets. 

The iVfskkig Of Each Lavsi is Hjstorv 

By entering the Gallery option, you can view a video on 
.the: ;h art assets tied to the 

■ a particular level; Until now you had W beat 

a given level to see its video in the Gallery. Simply enter 
the following passwords to unlock the videos for each 
of the game's levels. 


Code 

INVASION. 

BIGGRETA. 

DASBOOT. 

STUKA . 

KOMET.. 

TWOSIXTWO.. . 
MISSLEAGUE .. 
VIGTORYDAY.,, 


Level 

Level 1 
Level 2 
Level 3 
Level 4 
Level 5 
Level 6 
Level 7 
Level 8 


^ You can get a real¬ 
ly good look at the 
uniforms and other 
interesting stuff by 
selecting the Making 
Of option. 


Secret Stuff From The Developers 
The following codes do nothing for the gameplay and 
are frankly kind of creepy. They basically unlock pic¬ 
tures of the development team's family members, 
including little sweet messages to them. Explore at 
your own risk. 


Code 

COOLCHICK .... 

AJRULES. 

DWIMOHTEAM.. 


Secret Picture 

.Girl Picture 

.AJ Picture 

.Dev. Team Pictures 




i' f .'*1", 








Em 






A Enter the COOLCHICK and AJRULES cheats and see these jpictures 
of somebody's daughter and somTOne's nephew. 


twchpiaysr pcswr-ups 

Enter DENNISMODE at the password screen to unlock 
special power-ups for use in the two-player mpdev You 
can turn this mode on and off from the Secret Codes 
screen found in the Options.?Menu. The follpvying^are 
tte. nifty powei^upsrpd^ Multilayer 

PoWerups alternate between players, if the; gold 
Rowerup is marked with a it's for Player 1:bh the 
top half of the screen, if it reads "2," it's for Player 2 on 
-the bottom. If you pickup a Powerup intended for your 
opponent, they’ll automatically be rewarded! 


4X FIRE RATE .. 


..: Ail dh^Bo four 
much; damage. 

... Alt weapons (except 
grenades) fire at four 
times, their norma! rate. 

... Player does not take 
damlSidniess shot in 


BUNK 


FORCE...:.... 


has only a small 
influence on you. 

.. Use the ACTION BUT¬ 
TON tp; dodge bullets. 

.. A giant nnagnet sucks 
yoUidh^.your gun 
towaids.it 

FREEZE OPPONENT....... You can turn and aim, but 

you can't run away. 

HALF ENEMY DAMAGE . .. Your bullets only do half 

their normal damage. 

PLAYER AMMO..Get everything your 

oppPdehthas. 

RANDOM C:Oiy,TRGLS .... Yqu're^p.rced to (earn 

new control scheme. 

REFLECTING SHOTS .Tbur'sflPts will bounce 

off of the walls. Try it 
with the bazooka. 

. . Up is, down. Right is left, 

. . Everything moves at half 


REVERSE CONTROLS.. 
SLOW OPPONENT. 


..j-L 


SWAP AMMO . . ......... You:add 

ammo counts and 
weapons. 


a *. * 
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The fun two-player death matches are a total blast and 
now they can be even more fun \yhM you enter 0 ^^^ 
the following codes to access the;:hf|ddn characters. 


Code 

ROCKETMAN. 
HOODDOWN 
FINESTHOUR. 
WOOFWOOF 
FWBACK: IX :. 
HOODUP:..:. 
GUNTHER . . . 
BIGFATMAN.. 
SSPIELBERG . 
MACOOCOO. 


Hidden Character 

.Dr. Von Braun 

.Felix 

.Winston Churchill 

... Bismark T^ 




Gunther 
Coloiiet Muller 
Velociraptor Dinosaur 
Unloeks Multiplayer 
Map Gamewerks 
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Ws a rdptbir^ 
tommy gun; 
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huge amount ot codes tor you to enter, me list we ve 
compiled will blow open the entire game, allowing you 
to unlock secret characters, use the :$od mode, and 
several weapom cheats. You enter ?fce>'fol!owing as 
passwords';6n4he Password $cr^®fdundYin the 
Options menuv;'" v 


fe when you 
enter a code 
correctly, you'll 
hear Sweet 
Tooth laugh. 


^ect 

-God mode ...... 

: Infinite specials. 

Power specials .. 

Faster health regeneration .. 
CPU ignores health pick-ups . 
CPU attacks only humans ... 
g^One CPU ally vs. two humans 

I Icy surfaces ..... 

Pick-ups are power missiles . 
Pick-ups are homing missiles. 

Pick-ups are napalms. 

Pick-ups are remote bombs.. 
No pick-ups ... 


Gode*^ 

..iLl 4 . 4 

4 START O R1 4 

L1 4 t 

L1 4 4 O 4 


4 4 4 4 4 

4 A 4 LI, R1 

4 4 OL1 4 

R1 4 4 R1 4 

4 4 R1 4 O 

4 4 4 LI ■ 

O START 4 
LI START 


iNfo health pick-ups in deathmatch 
No heath pick-ups in All modes . 


4 R1 4 START 






Effect 

Unlock Crusher ... 

j- Unlock Moon Buggy ... 
Unlock RC Car... 

ff.V' ' 

: Unlock Super Auger ... 

Unlock Super Axel. 

Unlock Super Siamm ... 
Unlock Super Thumper . 

Unlock Minion .. 

^ Unlock Sweet Tooth.... 

h-. 

y.- , . 

J .• 

f ■ .-?.L ; ■ . 

U.. A t W V ■’cJ'i 

Effect 

Start at Neon City. 


Code 

4 R1 4 R1,L1 
START 4 LI , START 

4 4 4 START 4 
4 0uA4.4L' 

4 4 4 4 LI 

4 LI, START O START 
O . ; . START O 4 
. L1,L14 4 
START, R1 4 4 4 


Code 

4 4 4 4 

Start at Road Rage.START, START 4 o L1 



Start at Bedroom. 

Start at Amazonia 3000 B.C 


^ Start at Min ion's Maze.... 


LI 4 4 4 L1 
O L1, START. LI, START 
START 4 4 START O ; 
START, Rr4 R1,R1 





Some of these tricks are already listed in the instruction 
manual but the coolest tricks have been undocumented 
until now. To perform a trick catch some air then press 
and hold ^ while you enter one of the following button 


Nac Nac ... 
Pancake Whip 
No Footer 
No Hander . 


fBaCHop ... 

Cal Can ... 

Cliff Hanger 
Cordova .,. 

Heel Clicker 
Nothing . . . 

Re^ffender Grab 
iSafSn Wrap .... 
sIlTdeel Click.. 
Super Fender Grab. 
Superman 
Vertical Fender Grab 

> Catch some oir 
and pull one of the 
^CK$ listed. Some 
'^^^ican be tough to ^ 
^^’t^e 'timing right, 
me longer you hold 
the ■ button, the 
longer the trick will 
be held and the 
more style points 
you wilt receive. 


Code 






I 





The following group of codes will open everything the 
game has to offer, including all the vehicles, tracks and 
Allies. As you enter the Class codes, new opti|ns will 
^apf^eac like the and the 25^iipeed 

5jS®aise option. These mo^bs can also be openeS by 


the list. All the codes are entered at the Main Menu. 
; Highlight Start and press and hold START while you 
enter the D-pad button inputs 
/for: : a given code, then 
Jjllease start. A sound will 
rcoWfhn correct code entry. 

Hold the START button as you 
enter the Killer Loop cheats on the 
Moin Menu. 




Effect 

Pulse Class 1 
Sinus Class I 






J;: 


H&K Ciass 1 . 

Pulse Class 2 
Sinus Class 2 
H&K Class 2- 
Pulse Class 3 
Sinus ClasiS . 

H&K Class 3 ‘'3^ H 
Pulse ■ CiasajA'i^^^^p 
Sinus Class 4 - .vs-/ 


. -T. 


H&K Glass 4 
Kilter Loop / 
25 % Fasten: 





■'Si 


r 14. 




ee^llpbn a giro? Then call the 
made it. For your convenierice, we've gathered 








warned 




< '■ " 





cost you. 



are uncter 18,lyW|S 





bill before calling. Also, we don't maintain any of these 
lines (other than our own}, so we aren't responsible 
for the information available on them. 


7 -: . 






*1 v 
1 


}. 






t:' 


Acdaim, ...(516) 759-7800 

Accolade .(900) 454-HIN‘r 

(900) 680-HINf 
(408) 453-9828 
.. (203) 655-0032 


% 






I ■ f -1 I r 



Hi '. ! 



ai.i 1 '. * a; 







a 



i, 


M m M t » M t 


.(714) 852-2351 

...(310) 926-0947 











Bandai. 

Capcom 

Crystal Dynamics .(900) 737-4767 

Data East 




■ •■■tipivi.l 





.(900) 288-4468 

.(900) 225-5436 

.(970) 522-1797 

Hot-B ..(415) 568-9501 

..(714) 553-6655, 


Fox Interactive 
GT Interactive.. 










• i -fr; ■ » A 


■ ■ ■ «■ 






..(415) 348-0500 

Kokopeli .(900) 370-HINT 

Konami .(900) 896-4468 

Lucas Arts .(900) 740-JEDI 

Maxis 





piaiPillfPiPpppiPifPI. 





:'s 








Midway/Williams .(903) 874 5092 

.(900) 737-4468 

IMamco... .(900) 737-2262 

’'.T!.. .(408) 289-1200 


■a/ 




i IfkitlkPp ■■ lii itpt'P'Pfe 










Ready Soft. (905) 475-480'^ 

Sony CEA. (900) 933-7669 

Sierra.. (900) 370-5583 

:e. (800)695-GAIVlE 






Technos .(408) 453-9828 

Tecmo .(310) 787-2900 

THQ .(900) 370-HINT 



m i p#. 
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Viacom 



tfbii 'ftB-i 


« i * P 1 i 



.....(303) 739-4019 
.(900) 288-4744 

























































ryiflRCH £□□□ 
HTTP://[JUUJUJ.D-m LYH-H D-R-R.cam 



After you check out th'C^ber Athlete mov^^rstart a 
match in Exhibition Mode and intentionally get disqualh 
tied by throwing a bunch of illegal hits (R1 + R2 + any 
punch button). Now start another match in Exhibition 
Mode and you will find Mills Lane listed with the Middle 
Weight boxers. 


We've come across a couple more codes since the list¬ 
ing we printed two issue ago. The funny thing about 
getting these codes to work is that you have to first 
enter the Options Menu and view the Cyber Athlete 
movie. Only then yvill the following two codes work. 


The weird thing 
about the latest 
Knockout Kings 
2000 codes is that ^ 
get them to woHc, 
you must first watch 
this Cyber Athlete 
marketing video. 
Luckily, it's onlyt^ 
minute or two lonci^^ 


< Find the Judge 
Mills Lane in the 
Middle Weight listing 
after you get disqual¬ 
ified in an Exhibition 
match. It could be 
worse. It could have 
been Judge Judy». 




I .*i t' 




Throbbing Boxer Heads 

After watching the Cyber Athlete movie, enter the 


Ulp^ 









; 85.<-;Y 


% 



iiTKnn 


AmST 


To enable miniature versions of every boxer, first watch 
the Cyber Athlete video, then enter the Career Mode. 
Then enter the name MINI ME and select End. Now 
back out to the Main Menu, where you can select any 
mode and when the match starts, the tallest boxer will 
only reach the top rope. To return to normal size, enter 
RESETPASS as a name in Career Mode. 




Either these boxers 
are really, really 
small or that's a real¬ 
ly, really big ring. 


Career Mode and enter THROB as a name at the boxer 
creation screen. Now back out of or continue with the 
Career Mode and both boxer's heads in any match will 
be throbbing as if they were being inflated and-deflated 
really quickly. Bizarre, to say the least. . 


> Here's the 
Knockout Kings 
2000 take on the 
big head code. This 
should make it a 
Jpt easier to get in 
d head shot for a 
knockout. ficx>yeah! 


S 733 
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Its not like this game is very tough or in dire need of 
some cheat codes, but we received a level select code 
from Infograms andjt is our duty to print every code we 
can find. The following will let you skip to any level in: 
the game, First,"select New Game ai^^hen select thei 
"It's No Picnic" difficulty level and pres&X. Now on the ? 
next screen (level select), after the short cinema, press 
+ + R2. When entered correctly, even/ 

level will instantly be available, including the last one, 
Gargamel's Castle. 



This code is so simple, it seems more like an undocu¬ 
mented feature than an actual cheat. To skip to any level 
in the game, highlight one or two players from the Main 
Menu, then press . A two digit counter will appear. 
iSiimply scroll the numbers between 01-99 to get to the 
level you want to play. If you select the level 00 and 
complete it (defeating the final boss), you will finish the 
game, which earns you the final cinema, credits and 
unlocks the Classic Mode. To select the Classic Mode, 
press left or right when highlighting the top option. 



■4 Choose the "It's No 
Picnic" difficulty level 
and at the level 
select, enter the code. 



' Press p at the Main Menu to 
bring up the level select. 
Select level 00 to piety the 
final level in the game. 


^ The final level may take a 
couple of attempts to beat — 
the final boss can be a 
litHe tough. 



C I > 


Ht-SCGP.E SCOPE C 


^ ^ ^ 
^ ^ pw 1 p|r ^ ^ 

^ ^ ^ sis $*S 5^ ^ 



■4 The Classic Mode is adver^ 
tised on the back of the pock¬ 
aging, so H is surprising that 
you hove to unlock it first by 
beating the game. Luckily, we 
have a quick way to occess it. 







The extra Copilots, Sargeand Felicity, become available 
when you get to the end of the game, but now you 
can start out with them and things should be much 
easier. To uplock ail the Copilots, enter the Password 
screen froiSihe Main Menu and ^®er ♦ -t* * ♦ > 

♦ 'I'as^a||8i\^ord, A message.^lFappear to confirnn 
the code:C?f?T ■ 










mi 




After you enter the 
All Copilots code, 
start a game and ot^ j 
the Copilot selee)L4 
screen, everyone * 
will be available,?^ 
including Felicity. 


Level Passwords /:;;;■■■ 

To play any of the levels from the game, enter the foL 
iowing dev^ passwords into the Password screenTi 
reached through the Main Menu. To make it easy, just - 
enter level 16 and you can then scroll back through and ; 
play any mission in the game. 


Password 

3 \ t 4 4 r') t 

4 .. **□□«•♦ .'D X 

5 . 44XC 

6 . □ O X D ♦ ♦ 

7 . . ... □ OX 

3 4 4 4 4 4 4 

9 .... ,1;. .. 00-* ♦ txx 

10 . . .. x + + ♦ + x«- ■» 

11 . . .. ♦ o ♦ □ x •» 

12 ..♦ ♦ 4- .• o O 

:; . ■ ■ ‘ ‘ o □ o 

14 ...** + +XXCO 

15 D ^ 4 * O i, ♦ ■I’ Q 

16 ■■■■■ ov'o-- 4 ^ 4:- .'O O O 

■ ' ■ . ' 'wm '' - ■ ' " ' 








> Get to the 
Password 2 screen 
ftom the WMain 
menu and enter the 
lost password to 
open every level in 
the game. 



k The last million is a tough one. Too bdef We hovO yet to find an 
invincibility code. 
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Codes Galore 










Typical of the NBA Jam-type games, there are a ton of 
cheats and secrets in the game. Mostly there are lots 
of hidden characters to use but th§re are also some 
hidden courts and several gameplay cheats to try. 
Enjoy! 






G;)VifVS CoiJXt$ 


;:• :-r’ rr 


To play on one of the hidden courts, press and hold the 
corresponding'Button combination listed below imme¬ 
diately after selecting players at the Player Select 
screen. 


Midway uniform. 
Home uniform .. 
Away uniform... 
Alternate uniform 
infinite Turbo . .J 
Nq^Goaitending 
Ho Player Arrows 
Tiny Heads..... 

No Fouls. 

Tiny Players .... 


. 4-0-0 2 (Two ptayeh- 
* agreement reqOlred) 
.4-0-1 2 
.4-1-0 2 



- “ I'- j' 






..4-2-0 2 

.. . . 4-3-0 2 
.....4-1-14 
. V j . 5-5-5 1 
. I ' .. 3-2-1 1 
.....4-4-01 
..... 2 - 2-2 2 
..... 3-4-5 1 


Team Mascots 


To play asprie of the Midway staff rhembefs.. enter one- 
of the following names and'PIN numbers when 
prompted for record keeping purposes. , 

Staff member Name X PIN 

Mark Turmel!..TURMElg:. , 0322 

Rob Gatson?;..GATSON .. I Ti l 

Mark Guidamili ...... GUIDO. .M?. . 6765 

Dan Thompson.DANIEL , 1 v " . .. 0604 

Jeff Johson...JAPPLE ....... 6660 

Jason Skiles.JASON.3141 

Sal DiVita. ..SAL ..0201 

Jennifer Hedrick.JENIFR.. 3333 or 1111 




Court Code 

Home Court .Hold -i- Turbo 


Away Court .. 
Street Court.. 
Island Court .. 
Midway Court 
NBC Court.., 


.... Hold ♦ Turbo 
.... Hold <■ + Turbo 
.... Hold -i- Turbo 
.... Hold ♦ -1- Shoot Pass 
.... Hold * -I- Shoot -f Pass 


Mascot 


■'■..T <■: t V\ 2 2-f ^ 2': 




All of the following cheats will affect gameplay in some 
way. To activate them, you have to press the Turbo, 
Shoot, and Pass a specific number of times, plus a 
direction on the D-pad. The numbers in the following 
list indicate the number of times each button is 
pressed. Thejfirst number represents Turbo, the sec¬ 
ond Shoot andthe third is the Pass button. After press¬ 
ing the buttons, press the D-pad in the indicated direc¬ 
tion to enable the code. For example, to enter 1-2-3 4, 
press Turbo, Shoot twice, Pass three times and press 
4. You can enter more than one code per game and 
some require two agreement to get to work. Enter the 
codes at the "fonight's Match Up" . screen. 


Indiana Pacers . 

Minn. Tlmberwolves 
Phoenix Suns .... 
Atlanta Hawks... . 
Charlotte Hornets. 
Toronto Raptors . . 
Denver Nuggets. . 
Seattle Sonics .... 
New Jersey Nets . 
Houston Rockets . 


various mascots from the differ- 

Eugene Geer.... 

.... EGEER ..... 

..1105 

one of the following names and 

Matt Gilmore,. .. 

.... MATT G . 

..1006 

you're prompted to enter you 

Tm Bryant...... 

.... TIMMYB .... 

. .3314 

ard keeping purposes. 

Jim Gentile. 

. ... GENTIL. 

.. 1228 



John Root. 

. . ..ROOT . 

.. 6000 

initials 

PIN 

Jon Hey . 

.... JONHEY .... 

.. 8823 

.BEAR.. 

.. 1228 

Andy Eloff...... 

....ELOFF...... 

. .2181 

.BENNY . 

.. 0503 

Mike Lynch .. 

....LYNCH...... 

.. 3333 

. BOOMER ... 

..0604 

Paulo Garcia .... 

... . PAULO. . 

. .0517 

.CRUNCH ... 

.. 0503 

Brian LeBaron... 

. ... GRiNCH.t:.. 

.. 0222 

.GORILA .... 

. . 0314 

Alex Gilliam..... 

....LEX ........ 

, .0014 

. HAWK. 

.. 0322 

Jim Tianis. 

, ... DIM!. 

. .0619 

. HORNET .... 

..1105 

Dave Grossman . 

.... DAVE. 

..1104 

. RAPTOR .... 

.. 1020 

Tm Moran. 

....TIMCRP . 

. . 6666 

. ROCKY . 

.. 0201 

Larry Wotman... 

.... STRAT ...... 

. .2112 

. SASQUA .... 

. . 7785 

Chris Skrundz ... 

....CMSVID.:.:.., . 

.. 0000 

.SLY. 

.. 6765 

Beth Smukowski. 

.... BETHAN". ... 

.. 1111 

.TURBO . 

. .1111 

Paul Martin ..... 

....STENTR.... . 

.. 0269 


Hidden Characters 

To play as one of the silly hidden characters, enter one 
of the following names and PIN numbers 
when prompted. 


Extra Players 

To play as one of these extra characters, enter one of 
the following names and PIN numbers when prompt¬ 
ed for record keeping purposes. = * 




Result 

Code 

Player 

Name 

PIN 

Person Name PIN 

ABA ball. 

. 2-3-2 1 

Kerri .. 

. KERRI .... 

.... 0220 

Shawn Liptak.LIPTAK.0114 

Tournament {no power-ups) 

. 1-1-1 3 

Kerri/Aiternate Suit .. 

. KERRI .... 

.... 1111 

Isiah Thomas........ THOMAS.1111 

Big head mode... 

. 2-0-0 2 

Lla ... 

. LIA. 

.... 0712 

Tim Kitzrow.TIMK. 7785 

Show shot %. 

. 0-0-1 3 

Lia/Alternate Uniform 

. LI A. 

... .1111 

Willy Morris.WIL...0101 

Show Hotspot % .. .. . 

. 1-6K) 3 

Small Alien ........ 

. SMALLS .. 

., .. 0856 

Greg Cutler. ..CUTLER.^ ..... 11 1 1 * 

No replays . r j,; .... 

. 3-3-1 1 

Large Alien.... 

. BIGGY .... 

.. .. 0958 : 

Chad Edmunds...... CHAD ... YT. ... 0628 

No tip off... 

. 444 4 ’ 

Pinto Horse. 

. PINTO .. .. 

....1966 


No Hotspots... 

. 2-0-1 4 (Two player 

White Horse.. 

. HORSE . . . 

....1966 

Draft Codes 


agreement required) 

Nlkko the Devil Dog . 

. NIKKO .... 

.... 6666 

This is a pretty cool cheat. It allows you to play as any 

Foa on 

1-2-3 4 (Outdoor courts) 

Clown.. 

. CRISPY . ,. 

.... 2084 

player you want on any team as if you drafted the play¬ 
er. To draft a player, enter the first three letters of the 

Thick fog on .. V. 

. 1 -2-3 3 (Outdoor courts) 

Pumpkin ..... 

.JACKO.... 

.... 1031 

Swamp fog on . . . 

. T2-3 2 (Outdoor courts) 

Wizard.... 

. THEWIZ. ,. 

.... 1136, 

team the player is normally on as mitials, then enter hiS : 

Night fog ortl*" ... . .. , 

. 1-2-3 1 (Outdoor courts) ■ 

^ Referee ....... 

sTHEREF... 

.... 7777*A..' 

jersey nurnber as a PIN. So if you vfent to play as Chris 

Snow on.. .. 

. 1-2-1 1 (Outdoor courts) 

Retro J3ob. 

. RETRO.... 

....1970 .. 

Webber, no matter what team you choose, you would 

Blizzard on .. 

. 1-3-1 1 (Outdoor courts) 

Old Man. 

. OLDMAN. . 

. . .. 2001 

enter SAC for Sacramento and then enter 4, his 

Rain on. ... 

.14-1 1 (Outdoor courts) 




jersey number. 



Forq 

Open All Levels 


m 

r 

ru 

1 

[ 

1 : 

* 1 

i 


J 


The following code will open 
including the original 1972 version 
will also unlock ail the power-ups found in the Secrets 
menu. To enter the code, go to the Zone selection 
screen and press START to get to the Options screen 
Press L2, R2, L2, R2, then go back to the Zone selec 
tion screen. Vqu'will hear no sounds-to“ confirm correct 
code entry, but back at the Zone selection screen, 
can now scroll right and choose from any of the game's 
levels. It should also read 100 in the upper right hand 
corner. By selecting Zone 8 located in space, you can 


^ Press stort at the Zone selection screen to get 
to the Options menu, where you enter the 
simple code. 


amazing how the very 
videogame is still quite a bit of ri 


first 






A This code will nc^ open 100% of the 
game, including the^ird version of original 
Pong, leading us to believe there is another 
code out there, but most of the gome will be 
available for you to check out. 
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1968 US^ 


secret 


1969 Texas 


1970 Stanfdfl: 


i:9?i"ciiIM 




you canfturn their 


GUTSYGAEL 
WINNINfeVOTE 
LOSTLEAD, 
RALlTdS- i 


1973 Notre Dame 

1973 Ohio State.. 

1974 Notre Dame 

1974 DSC.::,. j,, .. 

1975 Arizoea'State 




Maximum attribute points 
Defebse'always'taekles.. . 


Wind at maximdmT,. 

. . . ■ ■'■5'“= - ■ ■■- 

Faster game play.;..... 

AH exhibition mode stadiums 


LIFTQER- 

SHyTiit 


1991 Washington, 

1992 Alabama ... 

1992 Miami .... 

1993 FiorideState 


in a$ many codes as NCAA 


TOOTAEENTED 


FoarixHrTQOO. 






9im$M 






9^^ 


1994 PeHSP® 


1947 Army 
1967 Notre Dig| 
1957 OkiahoSM 




1996 Florida State 

1997 Miehigan.. 


FORTYSEWENNONBi 


1962 US© 






IjiruTyi 






AltEASp 




games, so it^mclptpfise that there are ^pdite a few 
-available for A/b4A®d?ba//2000. As a rnatter of fact, 
'we've run sev^^^jes for the game befcfe but to 
make things co ngifei t^we 
[aimost half oSB^teKnew! These ariMi^Bted'at 




r-ij 


^.^‘7 O.-*« 






v: 




>rl . 




ptfects on and off adding some creative customability 
"tb their use. V ^ 


S(.Gi 




BIGSCREEN 

BLUECHIT> 

BRICKWALL 

CONTROVERSY 


Tieceivers always qateh the ball... GIMMEDABALL 


LASERBEAMS 


^11 Tiburon team. x^;t . .. 

|iew,CPUpiay&&''A ■.•■.■. • 

PIXGALORE 
SAFETY 
SCRAMBLE 
STADSGALORE 
STAFFUP 
TIMEFLIES 

©Isable pre-playiWiSjjrle earner . K3G3UHF1OCCGO 


i; :iri All Amerieirlfhode.. 

; Disable demo autd-start 
'. from main menu .. 


IfeT 




.1959 LSU. .; 


Sif .■.7^:' W rv f ^ ■ I-T i V I W '■ ■'■' ■ y •■='■■■•■ 

. 'Vlf .‘2 |7ML1©4' :' J,y T-ClTi'-.ry/Kfyv ■,' ■V.'■■. L 


r.'SA 




Jr .y V' -• 




1978 Alabama ...... 

1978 Penn State .... 

1979 Ohio State. 

1979 use... 

1981 Clemson ;..... 

1981 North Carblina .. 

1982 Cal... . ,.. 














. SHOULDAPASSED 
. JUSTSHOBT 








1982 Penn State .. .. 

1982 Stanford. 

1983 Miami ... 

1983 Nebraska. 

1984 Boston College . 

1984 Miami ...... .. 

1985 Alabama . .: . ... 

1985 Auburn .... 

1985 Oklahoma. 

1985 Penn State .... 

1986 Miami. 

1986 Penn State .... 

1987 Miami ,... 

1987 Oklahoma . .... 

1988 Notre Dame . . 7 

1988 UCLA.:;..... .. 
1988 use.... 

1988 West Virginia. .. 

1989 Alabama. 

1989 Colorado .. 

1989 Notre Dame ... 


GOFOR2 

MIRACffi 


■■Tr'f;' -'■ 




UPSETLIONS 

SOONERLATER 


LINEBAGKERINT 


■-..VI 
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TOOMUGHD 


1991 

199T MiGhiiKT' ;.v;^ 
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cheat menu where you can turn on invincibility, access 
ever vveapon and start from any level, enter ZBOBBY- 


BIRD in the Enter Cheat screen. The Cheat Menu will 


appear on the Main menu and when you start a multi¬ 
player game, all the characters v9ii! be yours to use. 



4 You can enter the 
cheat on the Enter 
Cheat screen. 


^ After you enter the 
code, Select the new 
Cheat option from 
the Wbiin menu to see 
the^Cheot menu. 


^ Not only will this 
single code unlock o 

menu. 


use^l cheat 
but it also unlocks 
every single niu^- 
player choracter. 









^Fi 11 




garriesflb open the menu, choose your character (pick 
Eric Cartman, since some of the mini games are spe- 





the number of rounds, press t t 4- 4- t- t . The list 
of mini games will appear if you entered the code 
coTrectiy and you just highlight and select with 






< Enter the code at 
this screen offer 
choosing Cartman. 


"-W; r- 










■ ^m'Ts5?n4WS;A:..; 

list of- mini 
games will appear 
ittim^idleiy after 


fi¥r. 




^mini games 
cariltt^Ybe played 

over 
Ui^iSlliored 
rtion 


tfje>L 












B££fCAKE 
StAMflDE 
BAUtumr 
A5Se$ m SPACE 
CHICKEN lOVEfi 

fc 

PAfiACHUIE DROP 
SO0A SHAKE 






SrW* 
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SO 1.1 ?! 


We've aiready told you hovy to -get to use the Practice 
Arena in the Versus mode by completing the Practice 
mode and pressing L1 + L2 while you select the arena 
at the arena selection screen/but now we know how 
to unlock the Inner Sactum level in the Versus mode. 
To access it, finish the Story Mode and then, in the 
Versus mode, highlight any level and press R1 + R2 
while you press X to select the stage. 



"S After you beat the 
Story Mode at least once, 
go to the stage select 
screen in the Versus 
Mode and press R1 + R2 
while you press X to 
fight in the Inner 
Sanctum Arena. 



if t 


T 

t.? 


e Codes 


We ran many of these codes with our strategy for the 
game a couple of issues ago. Several more cheats 
have appeared since then, so we thought we would 
run all of them together. Most codes are entered while 
the game is paused and correct entry of all codes will 
automatically return you to the game. 


> Enter any of the 
codes on the Pause 
screen and you will 
automatically return 
to the game if 
entered correctly. 



Effect 

100% Health 


invulnerable .... 


Debug Mode 


Freeze All Objects 


Limited Invincibility 


Maximum Health .. 
Minimum Health... 
Remove All Objects 


Remove Textures . 


Run Faster. 


Code 

SELECT SELECT O O ^ ^ 
SELECT 

SELECT SELECT O O ^ 
SELECT 

SELECT SELECT O O L2 R2 
L2. (Enter SELECT SELECT 
O O R2 L2 R2 to remove 
the debug info) 

SELECT SELECT O O 
SELECT 

SELECT R1 R1 (Suspends all 
objects within the current level 
and does not affect enemies) 
SELECT SELECT 0 0 
(become invincible in parts 
of the game where health 
packs are not used, such as in 
cars and on skis. To turn into 
giant Bond, enter code while 
on a tower) 

SELECT SELECT O O t t ♦ 
SELECT SELECT O O ♦ ♦ ♦ 
SELECT SELECT O O 
SELECT 
SELECT □ □ 

SELECT SELECT O O 
(2 times) 

SELECT SELECT O G □ □ 0 

O 



Usiit^ the Inner 
Sonctum si^ge |[|[^ the 
Versus Mode is npth- 
ing to wriff home 
; aboot,;;buf 

Thet/ila doesn't 
cheot.;.; yeoh/ Hght. 


See Boundaries.SELECT SELECT O O ■ □ 


Toggle Display.SELECT SELECT O C 


Win Mission.SELECT SELECT C O 


All Weapons 


Control Camera.. 


SELECT O 

.. SELECT SELECT O O LI LI 
R1 R1 (unlocks weapons for a 
specific level) 

.. SELECT SELECT 0 O R2 R2 


Camera Operation 

Once you enter the Change Camera Position code, 
use the following controls to move the camera 
around. 

Action Button 

Move ahead.R1 

Move away.LI 

Pan left.L2 

Pan right.R2 

Pan up ... G 

View All Movies 

Normally you would have to complete the game in 
Agent Mode to unlock the movie mode found in the 
Options menu but now just enter a single code. At 
the Main Menu press SELECT SELECT O O LI, L1, 

LI, L1, L1, LI, LI and 
a sound will confirm 
correct entry. 


v:-" 


EM WOT 


Sm-Se'B; .'i 






^ Once you've entered the 
View All Movies code, you 
will find o new option titled 
MOV in the Options menu. 


SACK 


Select Mission 

To unlock all the missions you can press SELECT 
SELECT O O LI, LI O L1, LI at the main menu and 
a sound will confirm correct code entry. Now begin a 
new game and even though every mission is not lit 
up, you will find that 
you can still select any 
of them. 


f v - 

. j- 

■ 


^ Even though the levels will 
not be IH up, you con still select 
them after you enter the 
Mission Select code. 







It seems that every Tomb Haider to date, including the 
latest, has requiredvsome kind of cheat to finish. As a 
matter of fact, Eidos: might as well include the cheats in" 
the instruction manual, considering how impossible this 
game is for most of us. We've got the code to access 
all the weapons, give you unlimited items and an ultra 
useful level select, 

To get any of the following codes to work, you must 
be facing directly North. Here is the easiest way to get 
into position. Use your compass to determine where 
North is (red arrow pointing straight up) and find a ledge 
that is facing directly South. Climb up or lower yourself 
down the ledge while facing 
North and during the 
climbing animation, press 
SELECT to enter the inven¬ 
tory screen. You will now 
be facing directly North and 

^ To enter any of the codes, 

CSn US6 thG followiriQ heave to be facing exocHy 

instructions to enter the North, which can be very 
L. . tough to make happen unless 

three cheats. yQy environment 

around you. 



Levef 

Face directly North, then on the Inventory screen, high¬ 
light the Load optiorrand press and hold LI -h L2 + R1 -g 
R2 + then press . If done correctly, you will autcFi 
matically jump to the next level. 

f\\\ weapons 

Face directly North, then on the Inventory screen, high¬ 
light the Small Medipack and press and hold LI + L2 -i- 
R1 + R2 + then press . If done correctly, you will be 
able to select any weapon in the game. 






Unllmlteu Item 

Face directly North, Then on the Inventory screen, higlj 
light the Large Medipack and press and hold LI + L2^ 
R1 + R2 +^, then press . If done correctly, you will 
have unlimited amiHS for ail your weapons. 



The most useful cheats you can find for a game are usu¬ 
ally some kind of level select an invincibility code and an 
infinite ammo code and that's just what we have here. 
Both of the following useful cheats are entered at the 
Title Screen with Press Start visible. You automatically 
go to the Main Menu when either code is entered cor¬ 
rectly. After you enter the level select code, start a new 
game and you will directly enter the level select, where 
you will highlight a level and press X to play it. 


Enter Hie codes at Hie 
THle screen ond you will 
enter the Main Menu if 
done correctly. 



Effect 

Level Select.., 
Invincibility And 
Infinite Ammo , 


Code 

.. L2 + R2 -t- D + [!:+♦ 


LI + L2 + R1 + X + 


+ 




Vftms 




i t. 

'jrhii.-'r.'-'- 
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Drop us a line at PSM Letters, care of 
imagine Media, 150 North Hill Drive, 
risbane, CA, 94005. Or even better, if you 
have access to e-mail, vou can reach us 



.com. 



A We could say that this picture illustrates the fact that Chris doesn't know his butt from his 
elbow, but that would be a cheap shot and definitely below us. 


Styiist: Mlcha Collins, PhotograpKen Thomas Murphy, Jeans by Levis. Available at Levi Store, Union Square, S.F., 
T-shirts by bolt, available on-line of biasthaus.com and Extra Strength DJ Co.,avaIlable at Housewares, S.F. 


Great magazine, guys. I'm 29 years old 
now and I've been playing games for 
about 24 of those years. It's remarkable 
when you think about the game sys¬ 
tems of today and you think back to the 
ones that started it all. I do have some 
questions for you. 

1 . Why aren't there any live action 
games for the PlayStation, like the Sega 
CD had? Games like Night Trap, Ground 
Zero Texas, Sewer Shark, and the 
Markie Mark make-a-video game. I per¬ 
sonally would like to see an updated ver¬ 
sion of Night Trap for the PlayStation or, 
even better, the Playstation2. (You can't 
beat a game with girls in lingerie.) 

2. Why haven't we seen a new Out Of 
This World game? I really like the Sega 


CD version and would love to see a new 
one come out for either the new or old 
PlayStation. 

3. Why did Sony decide to go with a 
black color scheme for the PlayStation2 
instead of the original PlayStation color? 
I prefer the black myself. 

Brian Mitchell 
Orlando, Florida 

►RANDY: 1. FMV-based games like 
the ones you mentioned from Digital 
Pictures hit the scene around the 
time that CD-ROM systems were 
going mainstream. Most of their suc¬ 
cess came from generating a big 
%ow' factor, since up until then con¬ 
sole games had never been able to 


feature digitized video, at least in 
such large amounts. Admittedly 
though, the games were grainy look¬ 
ing and pretty shallow. They were 
neat showpieces for a while, but the 
gameplay just wasn't there. Now 
that DVD video will be a built-in fea¬ 
ture of PS2, we'll probably see at 
least a couple of these kinds of 
games resurface, simply because the 
idea of controlling movie-quality 
video will seem cool, at least for a lit¬ 
tle while. ! wouldn't expect the 
games to hit the U.S., though. 


the blue base to represent the earth, 
the idea being that PS2's capabilities, 
like space, are pretty much limitless. 
Pretty zany, huh? 

Well, I can say I am very excited about 
the PS2, but I'd like to travel back in time 
for a moment. You see, the game Soul 
Blade is why I bought a PlayStation to 
begin with, and since then my library of 
games has grown, and I really enjoy the 
system, however, one of my favorite all- 
time games has to be Soul Blade. Now, 
what I would like to know is, will there 



3. As for your final ques¬ 
tion, the decision to go 
with the new color scheme 
and design was made by 
the system's casing design¬ 
er, who also designed the 
original PlayStation's 
appearance. He has said 


2. Out of This World is one of my all 
time favorite games, and it is a 
shame that we haven't really seen a 
true sequel to it for a while. If you're 
looking for something similar. Heart 
of Darkness was created by one of 
the people behind OOTW, and the 
gameplay is extremely similar. In 
fact, we probably haven't seen any 
new OOTW-style games from 
Dei phi ne (its creator] since the folks 
who worked on those games split up 
— some working on Heart of 
Darkness, and others form¬ 
ing a company catted 
Appeal that made the PC 
game Outcast 


be a killer-death awesome version of 
Soul Calibur ^or PS2? 

Second, my Dual Shock controller 
has somehow modified itself with an 
enhanced feature. If I happen to strike a 
wall in, for example, Gran Turismo, it 
shuts off my analog, sending my fingers 
into a flying frenzy. This is the second 
standard grey Dual Shock to do this to 
me, but my Translucent Dual Shocks 
have not begun this behavior 

Lastly, the backwards compatibility 
of the PS2 won't improve our 
Generation 1 games in terms of graph- 


that he wanted the black to 

» .Ui. Iiw ».v. 1 .W v^^ll be a sequel to Sou/Calibur for the PS2. 

represented outer space, and _ 
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Place your order on our TOLL FREE ORDER LINE 


fSAliE 

lUPjmR lipi 


Specials are limited to stock on hand and in most cases quantities are iimited. Prices are subject to change without notice. Shipping and 
handling are extra. Returns subject to evaluation and re-stock fee. Import PlayStation games are not compatible with newer systems. Call or 
visit www.gamecave.com for details, Artwork copyright their respective companies. All rights reserved. 


MK Special Forces 
NASCAR Rumble 
Need for Speed 5 
Nightmare Creatures 2 
Paper Boy 
Roadster Trophy 
Rugby 2000 
Saboteur 
SaGa Frontier 2 
Shao Lin 
Sim Theme Park 
Street Sk8er 2 
Superbike 2000 
Triple Play 2001 
Uttimate Bass Challenge 
Urban Chaos 
Wild Wild West 
WWF Smackdown! 


Army Wen Sarge's Heroes 

Safdur's Gate 

Caesars Palace 2000 

Carmageddon 

Crusaders of Might & Magic 

Deception 3 

Disney World Racing 

Eagle One: Harrier Attack 

Earthworm Jim 

ECW: Hardcore Revolution 

Eternal Eyes 

Extreme Hockey; Rock the Rink 
Fear Effect 

Formula One Championship 
Gauntlet Legends 
Gekido 

Jeremy McGrath Supercross 2000 


V\^eel Thunder 

ass Fishing 

aesars Palace 2000 

lark Angel: Vampire Apocalypse 

tead or Alive 2 

teep Fighter 

iraconous: Cult of the 

CW; Hardcore Revolution 

SPN Baseball Tonight 

SPN NBA 2 Night 

ighting Force 2 


NBA Showtime 

NFL Blitz 2000 

NFL Quarterback Club 2000 

Rayman 2 

Roadster Trophy 

Sega Rally 2 

Shadow Man 

Slave Zero 

Soul Fighter 

South Park CheVs Luv Shack 
Striker Pro 2000 
Test Drive 6 

Tomb Raider; The Last Revelation 
Toy Stoiy 2 
Virtua Fighter 3TB 
V\fetrix 

Wld Metal Country 
WWF Attitude 






lidden & Datrgerous $43.99 

icoming $44.99 

eremy McGrath Supercross 2000 $43.99 
ling of Fighters 99 $44.99 

egacy ofKain: Soul Reaver $39.99 

tDK2 $37.99 

IBA2K $45.99 


o Cali or visit gamecave.com for details 


MK Special Forces 
NBA in the Zone 2000 
NHL Blades of Seel 2000 
Perfect Dark 
PGA European Tour 
South Park Rally 
Starcraft 64 

Tony Hawks Pro Skater 
Top Gear Hyperbike 
World League Soccer 2000 
Worms Armageddon 


ECW Hardcore 


Dead or Alive 2 


Vinyl Figure Series 

. Selphie 
. RInoa 
, Seifer 
. Squall 


E\A.\{.l:Uf>N 


Mission Impossible 
MLB ESPN: ^orts Center 
MTV Music Generator 
NHRA Extreme Drag Racing 
No Fear Mountain Biking 
Offidal Formula One Racing 99 
Orient Express 
Prince Naseem Boxing 
Pro 18: World Tour Golf 
Pro Pool 3D 2 
Rancho Extreme 4x4 
Reach for the Stars 
Rising Sun 
Risk 2 

Rollcage Extreme 

Silent Hunter 2 

Skip Barber Racing 

Soldier of Fortune 

Star Trek Armada 

Star Trek Ktingon Academy 

Star Trek Voyager 

Star Trek; New Wbrids 

Star Wars: Force Commaider 

Super Hornet F-18 

Team Fortress I Half life Squadron 

Tribes Extreme 

Vampire 

Wild Metal 

Wings of Destiny 


Evangelion S2 
Works 6CD 

$ 72.99 


Final Fantasy 4 
Celtic Moon 


Soul Calibur 
Original 

$ 19.99 


Final Fantasy 8 
Guardian Series 2 

$24.99 
$24.99 
$24.99 
$11.99 


1. Giigamesh 

2. Diabolus 

3. Bahamut 

4. Shiva 


Final Fantasy 4 Celtic Moores 
Rnal Fantasy 6 Grand Finale 
Rna) Fantasy Pray 
Ghost in the Shell Anime Orig. 
Ghost in the Shell PS Orig. 

Gran Turismo Rock^nged 
Panzer Dragoon Azei Ckxnptete 2CD 
Princess Morronoki Original 
Sailormoon Memoriai &ng BCD 
Serial Experiments Lain Original 
Star Ocean: Second Story Original 2CD 
Tekken Tag Tournament Orig. 
Tenchu Onginal 
Wild Arms 2nd l^ifion Orig 
Xenogears Original 2CD 


Bio Hazard 3 Last Escape Orig 
Blue Seed Vol.1 Original 
Blue Stinger Original 
Brave Fencer Original 2CD 
Bust a Move 2 Original 
Chrono Cross 
Chrono Trigger Orig. XD 
Cowboy Bebop Blue 
Dracula X PS Original 
Dragonball & Dragonball Z 
Evangelion Death & Rebirth 
Evangelion Original Vo!.1 
Evangelion Original Vol.3 
Evangelion Reirain 
Evangelion S2 Works BCD 


Grandia 
Harlem Beat 
Jo Jo Adventure 
Koudelka 
Legend Of Mana 
Macross Remember Love 
M across VFX 
Macross VFX 2 
Panzer Front 
Patlabor the Game 
Psychic Force 2 
Rival Schools 2 
Rockman 4 Special 
Rockman 5 Special 
Sokatgj 
Star Ixiom 
Valkyrie Profile 
Wild Arms 2 


fero Dancing Todoroki's HD 
Ul Japan Pro Wrestling 2 
iangaio 
ferserk 

JIack Matrix AD 
Carrier 

Jancing Blade Complete 
)eath Crimson 2 
•cco the Dolphin 
Elemental Gimmick Gear 
Eternal Arcadia 
■-1 World Grand Prix 
5eist Force 
5iga Wing 
Srandia 2 
Sundam SS 0079 
liyruu No Ken Retsuden 
io Jo Adventure 


Beast Wars Meta is 

Bio Hazard Gun Survivor 

Brightis 

Chocobo Stallion 
Countdown Vampires 
Dark Tales From the Lost Soul 
DDRevo Append Club Ver. 1 
Devilman 
Dewprism 

Dragonball Z Legends 
Dragonball Z U22 
Dragon Quest 7 
Dragonball Final Bout 
Exciting Bass 2 
Fatal Fury Wild Ambition 
Fire Pro Wrestling G 
Front Mission 3 
Gaia Master 


Langrisser MiUenium 
Lune Caster 
Mercurius Pretty 
Metal Max 3 
New Japan Pro V\Sestlir^ 4 
Panzer Front 
Rainbow Cotton 
Revive 

Space Channel 5 
Space Griffon Hamlet 
Speed Devil 
Star Gladiator 2 
Street Fighter 3 W Impact 
Super Producers 
Super Runabout 
Undercover AD 2025 
Virtua On 
Zombie Revenge 


Army men 

Batman 

Battietanx 

Bubble Bobble 

Carmageddon 

Carnivale 

Dark Angel: Anna’s Quest 
F1 Vtorld Grand Prix 2 
International Rally 
LUFA 

WR Battle Card 
Magical Drop 
Meta! Gear 

Millennium Wfinter Sports 

MLB 2 

Mummin 

NBA in the Zone 2000 
NBA Live 2000 
NBA Showtime 


Paper Boy 

Polaris Snow Cross 2000 

Rainbow Six 

Ralley Racing 

Rayman 2 

San Francisco Rush 

Shamus 

Super Robot Golf 

Thrasher: Skate & Destroy 

Tomb Raider 

Top Gear Pocket 2 

Towers: Lord Baniffs Revenge 

Triple Play 2001 

Vegas Games 

VR Powerboat 

V\CW Mayhem 

Wcked Surfing 


Street Fighter 3 W impact 


Digimon 


street Fighter EX 2 

$ 59.99 


Xenogears 


Vagrant Story 

$ 59.99 
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(Continued from pg. 100} 

ics, but they will load faster, correct? 

Dean Doll 
Alberta, Canada. 

►CHRIS: There's a rumor that Soul 
Caltbur {an enhanced version) will 
indeed be coming to the PS2, but for 
now, it can't be confirmed. As for 
your Dual Shock problems, you're 
not alone. Some games just seem to 
have problems working with any 
Dual Shock. We're guessing that it's 
simply because the Dual Shock code 
wasn't programmed correctly into 
those individual games. It doesn't 
appear to be a fault of the controller 
itself, since it works fine on most 
games. As for your last questions, 
no, PiayStationI games won't took 
any different on the 1^2, but there 
will be a difference for some of them. 
If a very simple bit of code is included 
in PiayStationI games, they will take 
advantage of the PS2's faster drive 
and load about 10 to 12 times faster. 
However, since developers are just 
now putting this feature into their 
new games, the huge bulk of the PS 
library will only run at the normal 
PS1 speed. 


Whatever happened to the great end¬ 
ings of the good old days? I can remem¬ 
ber a time when beating a game had an 
ending that made all that time that was 
spent have a whole new meaning. It 
seems like today, while graphics and 
gameplay are becoming exceedingly 
great, the ending scenarios can't com¬ 
pare to what preceded them. I think that 
game producers should remember that 
seeing the ending is one of those things 
that motivate gamers to push them¬ 
selves to continue and master the 
game. Thanks for your time and contin¬ 
ue the good work! 

Hirohit Yushima 
hirohit@hotmaiLcom 

► CHRIS: Preach on, brother 
Hirohit! The problem is, most devel¬ 
opers don't work on the ending until 








cause 
once I 


nave 


< After his racy anHc 
the December issue 
P5M, there may be 
Santa... anymore. 


rhere ain'r no sanra claus! 


Allow me to scattershoot a few ques¬ 
tions and comments at you: 

1. What is the freekin big deal about 
PSX2 "only" having two controller ports. 
Most of the games out there are for no 
more than 2 players. A huge segment of 
the population doesn't give a pair of 
dingo's kidneys about playing their video 
games with even one other person 
much less 3, and finally, a multi-tap will 
be available anyway, so can we retire the 
(unusually rude word beginning with the 
6th letter of the alphabet)-ing complain¬ 
ing about the-lack of 4 ports? 

2 . Ditto comments on no modem at 
launch. If you're interested... go buy one, 
but don't make me pay for one before I 
even know if there is any reason I'd want 
to have it. 

3. Why do game companies care so 
much about defeating the American 
gamer's ability to play import games as 
long as they are originals and not "back¬ 
up" copies sold by pirates? 

4. When I was in the elevator yesterday, 
some of the other guys saw that I 
my letter to Santa with me and 
made me cry by saying that there was 
no Santa Claus. (Actually one said that 
there used to be, but he told me a 
disturbing story about a chimney and a 
set of rather sharp fireplace tools that 
made me cry more and have night¬ 
mares) So I'm asking you guys cause 

are so honest. PSM Editors, is there 

And don't lie 
stalk you 


STEVE: Mr. Rollins, 

nice to hear from you. We're oret 

# A 

ty busy here at PSM, but \ 
just enough time to answer 
questions. Let's get crackin'. 


Wote; The following opinions do not 
reflect those of PSIW magazine or its 
owner. Imagine Media. Several of the 
answers also feature violence and 
some adult situations. Reader discre¬ 
tion is advised. 

1.1 have to agree with you about the 
whole controller port situatfon. While 
it would have been nice for Sony to 
have included four controller ports, 
there are several reasons why it prob¬ 
ably didn't. The main reason, obvi¬ 
ously, is the fact that a vast m^ority 
of gamers don't get together and play 
games with three other people. In 
most cases, it is only two people at a 
time. Due to that reason, Sony elect¬ 
ed to not include those tv^ extra 
ports, which keeps the overall cost of 
the PS2 a bit lower. On the good side, 
Sony will eventually be releasing a 
new version of the multitap which 
you can pick up if you need those 
extra controller ports. Another inter¬ 
esting point i just came up with, is 
that you can probably will be able to 
hook up two muftrtaps to the and 
have an S-piayer videogame 
marathon. Let's see another o^nsole 


modem is one thing ifeel 
should have included. With the 
ureamcast sporting a 56K modem 
and the Dolphin sure to feature some 
sort of online connectivity, the PS2 


seems a bit lacking In that area. 
Fortunat^y, there is a bit of light at 
the end of the proverbial tunnel. 
Several compani^ are planning to 
release modems or Or some sort of 
online-compatli^e i^pherais, which 
should allow PlayStatio!^ owners to 
surf the web. One of diose companies 
just happens to be Interact, which 
should be releasing an enhanced ver¬ 
sion of its SharkWira modem and 
software shortly after the FS2's 
launch. We're sure that odrer compa¬ 
nies will follow suit. 

3. The problem with the whole import 
situation is that there is no easy way 
to discern whtdi discs are originals 
and which are back-ups. The 
PlayStation console can't tell the 
difference. So, the easy way to deaf 
with the whole bootleg games mar¬ 
ket (which loses the videogame 
industry billions of dollars a year), is 
just to make it difficult to play games, 
any games, which weren't to play in 
this particular region. Also, you get 
into this whole prol^em with profit 
tracking. When you buy an import 
game, the Japanese companies gain 
profits while the ti.S. companies 
don't. And that hurts the U.S. games 
industry. Now, If e^ry person who 
bought an import game also bought 
the localized version, the situation 
would be different Both sides would 
benefit. Unfortunately, that's not 
what happens. 

to disappoint you, but there 
no Santa Claus. Now, before 
start cryit^^ there is an 
Easter Bunny and a Tooth 
During Christmas, 
r to deliver 
its to all the 
in the world. 


antics in 
af 
no 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite delMite, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put "Pause" as the 
subject heading}. We will run the best of your r^ponses here in this section. 


ty. Romance is just not for kiddies, and games would 
be funnier with some adult humor. 

4. There have been a tot of occult games released 
recently, but they don't utilize the folklore of long past. 
Demons, Vampires, Ghouls, Ghosts, all make excel¬ 
lent characters. 

What I'm asking for is a Romantic/Erotic two-player 
platformer with traditional demons and a sound track 
you can skank to. Or perhaps that's too much. 


think videogaming's transition to mainstream: 
acceptance should continue? How mainstream are. 
games already? And finally, will hardcore gamers 
be left behind? 

As always. I'll print your most interesting respons¬ 
es right here on this very page-just drop me an email 

at the address listed above. Please try 
to be brief, as we aim to fit in as many 
letters as we can in suchka? iiO)ited 
space. Finally, please iholudeTpuil 
name, and just let me know if you 
want your email address withheld?V?:i 
► C«Ri 5- 5 ■ V-■ A- 


This Month's Topic: 

Videogames Go Mainstream 


|W||%e've got a big topic to discuss this month, one 
IjU^that's only going to get bigger in the year 
ahead. Like it or not, videogames are 
finaIly going mainstream; lafter; years 
of being regarded as ijust 
toy". Of course, this will most:likely 
be a ven/ good thing. But many hard¬ 
core gamers can't shake the feeling 
that they may get left out; that the 
future games market might cater more 
towards the casual player. p 

Until now, gamers have had the indus¬ 
try all to themselves. In the future, the 
market will cater more and more towards 
people who only play games casually. 

The day might not be far away when 
we see You Don't Know Jack outselling 
Metal Gear Solid 2. 

Sony has almost single-handedly forced 
people to wake up and see games for what '' 
they really are: an entertainment medium 
that's just as respectable and wide-ranged 
as movies, music or W. My questions for 
you guys this month are, how do you _ . 


-Will HfiRDcoRe 

H-E LERT 


Chris "Scurvey" Vaughn 
Hurst, TX 


I would like to finally be able to hear my 
name being called as I score a goal. It 
gets so drab when they always say your 
number after these events; it takes all 
the realism and fun out of the games. 


"DOMm UJORRY BILLY, 

TOST srr Amid plAy 

u)rrH YOUR BLOCKS, 
mOmmY ANTD 'DA'D'DY 
UJILL BE 'DOME SOOM'. 


ourr THOSE ^ 
blAstetd TDRAGOM 
POMCHES, uOOmAm'.'. 


Scott Devereaux 
ChrisJerichoSabu@aol.com 




I would like to see adult titles. Most of 
the titles that I own have the Mature rat¬ 
ing. I have yet to see an "Adult Only" rat¬ 
ing placed on a game. I know that there 
is a concern about these types games 
failing into the wrong hands, but what 
about the adult gamers? We all know 
that titles like these will sell, so Jet's get 
with it developers, the ESRB developed 
the "Adults Only" rating for a reason! 








to larger profits anyhow, 


I would like to see games that can be customized by 
the player. A true " Fighter Maker" and " RPG Maker" 

where I get to choose not only the 
movement and dialog of the oharac- 
\/^ r ters, but the look as well. How about a 

"movie director" type game. Choose the 
actor, the settings, the camera angles and 
create a movie. If the movie makes a 
profit, you get recognition and a larger 
il®l budget for your next film. All the way 
R® to the Oscars, baby ! 




§{5111 is a shift back to focusing on game 
pisy. The only titles I have seen in 
the past 2 years that have 
focused on gameplay over 
graphics have been Ape Lw 
Escape, Skullmonkeys, Zelda j 
64, Grand Theft Auto, and Ip'S 
finally, Klonoa. r ['■/ 


When it comes to what I want to see in the year 2000, 
I only want one thing: BETTER VOICE ACTING! It 
would make an RPG \\ke Grandia, or a horror game 
like Resident Evil 3, sound a whole lot better. 


SciFiCat 

scifi@mediaone.net 


Ted Biondo 

zizzor 2 @worldnet.att.net 


N'Donna Russell 
fallenangel@lovemail.com 


^ CHRIS: It's too bad we did 
n't have more space, because 
we could've filled half the 
issue with your wishes for 
S the New Year. The best part 

is. I'm pretty sure that almost 
all of them will come true in 
one form or another (except 
maybe for the adult games so many 
of you wanted — sorry, but that kind 
of thing just won't happen on a con¬ 
sole). I don't think I could be 
any more stoked for gaming m | 
the year 2000! | 


i think in the future of ;/ ■ 1 

PlayStation and PS2, we ^ 1 IW^Sw ' - 

need the following: 

1. Old School Platform games. V|jf 1? 

With alt of the advances in tech- \n w' 
nology we have forgotten about 
platformers. 

2 . New forms of game music, Listen, I love 
Techno, but there are more forms of music than just 
that for videogames. 

3. Romance. Yes, Romance. Today more and more 
games are using Romance as a plot, but not enough. 
In our day and age, we would need some more adult 
concepts, not going as far as porno, but at least nudi- 


What I want in 2000 are games that have more coop¬ 
erative multiplayer gameplay, as well as titles that are 
fun to play for casuaj players and friends of alt ages. 


Richard Diaz 
rdiaz@mvcc.net 


Developers, big and small, must stop their money 
grubbing ways and take more chances. I want to see 
new types of games and more unconventional 
heroes. Videogame producers must give their pro¬ 
grammers more freedom to create, not just dictate 
production of rehashed titles. True creativity will lead 


:Di :: 
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the very end, when they're behind 
schedule and striving just to get the 
game out So, a coo! ending gets sac¬ 
rificed. Another problem is that back 
in the day, an ending was impressive 
if it just included some futl-screen 
animation. With CG movies in every 
game, not it takes something really 
special to stand out — either a great 
end to a story or a reward in the form 
of new features. Hopefully, the devel¬ 
opers will give endings more respect 
in the future, and plan them out way 
in advance. 

One of my friends at 
school recently intro¬ 
duced me to a 
genre of 
ame 


unknown to me. I had sort of heard 
about it, but never experienced it. He's 
from Korea, so he has access to a com¬ 
pletely different library of games than 
we do over here. Anyway, I'm talking 
about "Dating Simulation", and it kicks 
butt! The game was called Campus 
Love Story, and the point was to go to 
school, get a job, go out with girls, etc. 
There was a downside, however, the 
game was in Korean! I struggled 
through it with my friend's help in the 
translation, but it was still pretty annoy¬ 
ing. So my question is, do they make 
Dating Simulation games in the US, and 
are there any out for the PSX, or am I 
stuck with what I've got? If not, how 
come, 1 think it would be a very popular 
genre if introduced in the states. 

Sean Kennedy 
seankennedy@snet.net 

A couple of issues back you guys talked 


about games called dating simulators, 
got interested rather quickly. Do you 
think it would be worth it to learn 
Japanese and import one? What one do 
you think would be the best one to get? 
Is there a chance that one of these dat¬ 
ing games will come to the U.S.? 


Justin Taylor 
Encinitas, CA 


MAX; Sean, it looks as if you're 
stuck between a rock and a hard 
place. Dating sims are huge news in 
Japan, but as far as we know, none 
of them have made it stateside. I've 
studied both Korean and Japanese, 
and 1 have to tell you that they're 
very similar languages, and both 
quite a challenge to learn. Which, 
Justin, I hope answers your question 
too. if any of the games do get 
translated, my money would be 
on Konami bringing the TokiMeki 
series over. The second game in the 
series just got released a few months 
ago and spans five discs! I'm not sure 
it's really worth learning Japanese 
for, though: I guess it depends on 
how desperate you are to hit on 
those pretty girls! 

Hi everybody at PSM. 

1 . Is Capcom already working on a 
Resident Evil 4 for the Playstation2? 

2 . Is it true that the Playstation2 Dual 
Shock controller and memory card 
already available in the US? 


3. Will the RFU Adapter for the original 
Playstation work on the Playstation2? I 
don't want to buy a new one if I don't 
have to. 

4, Will the publisher of your magazine 
make a Playstation2 mag or will they 
just keep you in charge of the 
Playstation2 info? 

Joe Burns 
joebrns@usa.net 


RANDY; it seems like Capcom 


always has another Resident Evil 
game up its sleeve for one system or 
another, but it definitely is already 
hard at work on a new game in the 
series for PlayStation2. We haven’t 
heard anything new on the game 
since we first reported about it last 
Issue, but you can be sure we'll have 
ail the latest dirt on it for you just as 
soon as we can. 

As for the chance of PS2 peripherals 
being already available, it's just a 
rumor with absolutely no truth to it 
You won't see U.S. versions of the 
DualShock2 and SMB Memory Card 
until PS2 launches next fail. You will, 
however, be able to use your RFU 
adaptor as long as it's the kind that 
connects to the Multi A/V Out on the 
back of your current PlayStation. 

It's still a little to early to say exactly 
what we're cooking up in terms 
PiayStation2 coverage, but we will 
say that you can count on us to deliv¬ 
er the same in-depth coverage of PS2 
that we do for the current 
PlayStation as the system's release 
gets closer. Don't you worry! 

I have to commend you folks on your 
PlayStation2 coverage. I think I can 
truthfully say that it is second to no one. 
You seem to get better and better 
screenshots every 
issue. I love the 
fact that you have 
an entire section 
devoted to the 128- 
bit console and its 
games. Anyway, I 
don't have any 
actual questions, 
but I did want to 
suggest making 
the PS2 section 
even bigger. Will 
you be doing a big 
feature when the 
console launches 
in March? Don't 
leave anything out. 

I want to know 
everything from 


what sound it makes when it boots up 
to what the DVD player menu system 
looks like. I'm sure PSM won't disap¬ 
point. 

Mark Liosner 
River City, UT 

Since everyone seems to be talking 
about the PlayStation2 right now, I 
thought I would go ahead and send in 
some questions that I needed 
answered. And since you guys have a 
dedicated PS2 section, I thought you 
guys would be the best people to ask. 
Here goes; 

1.1 know that we will be able to use our 
current peripherals with the new 
PlayStation, but will the peripherals 
made for the PS2 be compatible with 
the old PlayStation? 

2 . If so, will we be able to get our hands 
on the new controllers and memory 
cards before the PS2 is on the market? 

3. Are you going to make any special 
stickers to put on the PlayStation2? 
Since it has no CD lid cover, I would 
assume one of your lid stickers wouldn't 
work. Man, there aren't any real places 
to put stickers except for the sides. 


4. On a side note, 
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and not really PS2 
related, will 
Capcom ever stop 
the Street Fighter 
series? Do you 
think a 2D SF title 
will grace the PS2? 

Kirk Pillar 
Aurora, IL 


CHRIS: 1 Se 2. 
We don't know 
for sure just yet 
but we've heard 
mumblings that 
they won't. We 


< Ken sure hopes 
that Capcom doesn^t 
stop making Street 
Fighter games any 
time soon. 
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Welcome to the Fan Art section! Each month we'li be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! {We'll take originals too, but we won't be able to return them). 
Address it to PSIVI Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 

high-resolution digital format, e-mail it to us at 


Even better, if you have the art in a 
psm@imaginemedia.com, and label the subject 
heading "Fan Art." Now get busy! 






t Tob”"'* 

Z Chrono 

Cross piece. 


This one's from a 
favorite fan artist 
of ours, “ . 

He ciid a great job, 
and we can always 
use more good 
Grandia art — that 
game deserves 
more fans! 


fr Thanks to | 
Y&n for I 

such o cool I 
illustration of ; 
FFVni's Rinoo. 


A. This is probably the toughest rendition of 
FFVtirs Squall that weVe ever seen. Man 
Squall, calm down alreaciy! Thanks to 
for the art, and $26 for the colors. 


favorite console? 


tag. If it wasn't for 
the new price, the 




Joshua Kedrowski 


PS2's 8f/IB Memory Card isn't back¬ 
wards-comp at! b i e. 


3. Y'know, if we get a coot sticker 


West St. Paul, MN 

► NOAH: To be honest t don't think 
there's much of a chance, Joshua. 


title would pr?.'/bau..'; not have sMd 

terribly well pmvfoii::: i:u> 

uiarity. We might s-as new versions of 
RE2 and RES if 1 




V are re- 


as 


3. OK, I know that I 
keep asking when games will be 
released, but I really want to know if the 
sequel to Civilization II (my current 


idea, we won't hesitate to use it. But 

the PS2 is so damn classy looking, I 
don't know if I'd want to junk ft up! 

4.! can't speak for Capeem, but obvi¬ 
ously, the Street Fightersenes wHi be 
around, 2D and 3D, as long as there's 
a market for it. It still has a large 
number of hardcore fans, but it will 
have to evolve to stay successful. 

Do you think that Capcom will release a 
Director's Cut version of Resident Evil 3, 
like it did with the first two titles? Have 
you heard anything about it? 



m's 


release of a director's cut 


version of the first BE was a blatant 


attempt at trying to milk even more 
dollars from the RE franchise. In an 
unintentional (or intentional) blun¬ 
der, one of the things that was to 
give the re-release some appeal was 
the inclusion of the Japanese open¬ 
ing cinema. The bloody Intro never 
made it in and when the Dual Shock 
controller hit the market and HE sold 
enough to become a budget game, 
Capcom saw fit to release yet anoth¬ 
er version which supported the new 
controller and sported a new price 


budget games, hot bet 
you'll see a PS2 version some 
time in the future that teatu ss 
all three games. 

I'm really into strategy games 
and I was wondering if you could 
answer these questions for me: 

1. Do you know if there are any 
plans to bring the PC hit, Age of 
Ennpires, to the PlayStation? 



2, What are the chances of C&C "nberian Sun might show up on the PS2. 

Tiberium Sun coming to everyone's voxels! 





IS] 



f 














y,-. 

Ji'' 

v’** 



/ v' ‘;V ± C'i 




'T 


■ ,'v J 

> -.-V' 


^ ^ 1 - 'X' o 

v**'s 

i; 

i’". ^ V 
























































































































































































































































































































httf!/ /uuujuj. Dfll LYRfl □-R-R.com 



UNARMBP COMBAT 


you TOOK 

our TBN OF MV BBST ^ 
MBN! BUT TAKB AWAY YOUR 
WBAPON, ANP YOU^R^ 


PUT POWN Tri& 

ANP A^OUNP, 

^ em.iBi ^ 


r OAHt ^ 
IN XHB 
jmoiB TOO 

L.ONd7... 

CAN*T,.. 

^ MOVB... A 


favorite strategy game), Civilization: Call 
to Power, might come to the 
PlayStation. 

Since I'm sure that a lot of readers are 
interested in strategy games, can you 
tell us if you know of any other strategy 
games that are coming out on the PS in 
the near future? Thanks for your time. 

Shane Stephenson 
Willard, OH 

STEVE: Just like Anime, strategy 
games are quickly gaining in popular¬ 
ity among cjamers. While the 
FfayStation has had Its fair share of 
titles, the genre is still sorely lacking. 

I think that with the PS2% release, we 
will not only get more strategy 
games, but more innovative ones. 

1, There are currently no plans to 
bring Age of Empires to everyone's 
favorite console, but that could 
change. Considering Civ 2 was 
released and did decently, we 
assume other games of that variety 
will follow. 


2. Since CiStC:TS uses voxels to to 
create its background environmente, 
it would be difficult to port it to the 
PlayStation without a complete over¬ 
haul of the game. I would expect it to 
show up on the PS2 instead. 

3. Again, since the PlayStation mar¬ 
ket is going to start to dwindle with 
the release of the PS2,1 would expect 
Call to Power to be released on it if it 
is released at all. 


Looking at the release list, I don't see 
any major strategy games In the near 
future. Sorry. You may just have to 
get a PC m order to get your strategy 
game fix. 

What do you think of a portable 


PlayStation? No, not the PocketStation 
but rather a portable system that lets 
you p!ay your favorite PlayStation 
games. You would be able to play 
Tekken 3 or Final Fantasy VHI or even 
Resident Evil at school, work or on long 
trips. Obviously, the PortaStation would 
have a built-in screen so that you could 
use it anywhere. Do you think this may 
be a possibility? 

Dung Duong 
San Jose, CA 

I know that pretty much everyone who 
writes into PSM has some questions for 
you to answer, so I wouldn't want to be 
out of the ordinary. Here is my list of 
good, but easily answered inquires. 


3. Did any of you ever play Blaster 
Master for the original Nintendo sys¬ 
tem? I thought it was an awesome 
game. I am not sure which company 
developed it, but do you know of any 
possible sequels for the game, Will they 
be on the PlayStation? 

4. Will the Final Fantasy movie feature 
characters from the different games 
or will it use completely original 
characters we've never seen? 

5. Will there ever be a WWF vs. WCW 
game? Capcom could make it! Maybe 
WWF vs. Capcom would be a more fea¬ 
sible title. What do you think? 

Zachary J. Hjelmstad 
Lake in the Hills, IL 



1 . Will there ever be a portable 
PlayStation? Right now, I have a Color 
Gameboy, but ! really would like a 
PlayStation-Boy! Wouldn't it be neat to 
be able to play a Final Fantasy game 
wherever you wanted to go? 

2. I know that Final Fantasy Anthology 
contains FF5and 6, but do 

you think 
Square will 
ever release 
the earlier 
titles in the 
series? It 
would be an 
amazing day 
should 
Square 
ever 
release all 
the Final 
Fantasy 
games in 
one big col¬ 
lection. Just 
the thought 
gets me real¬ 
ly excited. 


►RAIMDY: 1. There've been a lot of 
rumors about a portable PlayStation 
making the rounds, and ifs definitely 
a cool idea. I mean, who wouldn't 
want to play their favorite PS games 
on the go? Just imagine playing 
Metal Gear Solid on an otherwise 
boring road trip. I figure the only 

thing really hold¬ 
ing such a 
device back is 
power con¬ 
sumption. 
Sony 
w o u 1 d 
have to reduce 
the amount of 
energy that it 
takes to run the 
PlayStation 
chipset and CD- 
ROIV1 drive by a 
lot, plus power 
an LCD screen. 
Using current 
battery technolo- 
the thing 
would suck 
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3. You bet we played Blaster IVIaster! 
Who could forget the adventures of 
the bay who chases his pet frog 
do’wii a hole and discovers an under¬ 
ground world ““ not to m-entioii his 

power armor and trails™ 
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Illustration: Robert De Jesus 
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r fraedom and 


Strike a 
dependence by buy¬ 
ing all the back issues you're missing. Round 
out your collection of the best PlayStation 
mag ever! Hurry, before they sell out! 


# 1 , 

# 2 , 


#6 
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Colony Wars Strat 
FFVII: Extra Info 
Up Cards 




TRII Strat, pt. 1 
- Oddworld Strat 
Tip Cards 
. JS "Lara Croft & 
friends" Lid Sticker 




Preview '98 
TRII Strat, pt. 2 
Crash 2 Boss Strat 



Stickers, Tip Cards 
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RE2 Guide, pt. 1 
FF Tactics Secrets 
Bloody Roar Strat 
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RE2 Guide, pt. 2 
BoFIII Secrets 
Diablo Guide 
_ 5 Gex 2 
id Sticker 


Tekken 3 Guide 
NfSfll Guide, pt. 1 
Gran Turismo Strat 



^ r 


Tekken 3 Secrets 
Gran Turismo, pt.2 
NfSIll Guide, pt. 2 
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E3 '98 Report 
New Sony PDA 
FFVtII First Look 
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TRIII Guide 
Parasite Eve, pt. 1 
NFL Xtreme Guide 


Lid Sticker 
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Silent Hill 


^ Tomb Raider 3 
secrets 

^ Metal Gear figures 
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^ Legacy of Kain: 
Soul Reaver 
^ Silent Hill walk- 
through, part 2 
^ Street Sk8ter 


preview 
Silent Hill walk¬ 
through, part 3 
Gran Turismo 2 


Street Fighter 
Alpha 3 strategy 
PlayStation 2 
revealed! 

Dino Crisis 
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Ridge Racer 4 
Resident Evil: 
Nemesis—first pics 
Huge PlayStation 
2 update section 


Mortal Kombat 




Ape Escape 
Tekken Tag 
Tournament 


^ T 


Dino Crisis — 80 
exclusive screens 
^ 150 E3 games 
revealed! 

Lara Croft nude? 
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Tomb Raider 4 
Legacy Of Kain 
Soul Reaver 
^ 70 new action 



(price includes shipping and handling) 
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(■B-rck issu-e d-rde-rs only) 
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^ PlayStation2 
Revealed! 

First look at PS2 
games 


J t f— / 
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^ Resident Evil 3 
review, maps and 
secrets! 


Guide! 
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JUST V\Al 
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^ Syphon Filter 2 
^ Dino Crisis 2: First 
Look! 

Tomb Raider 4 


Game Of The Year 
^ 150 Codes for 
games like Medal 
Of Honor, WCW 
Mayhem, and Tony 
Hawk Pro Skater 
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\ PSM OPERATORS ARE 




STAMPING BY! 
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with insatiable 
appetites 


cObsessive gamer... tips, tricks, 
cheats, news, previews, reviews 
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downloads, demos and moCe^ 
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BRENT BBfcl£VV 

I Jodecidai1@aol.com , 

j DESCRIPTION: I have Street Rghter EX Plus 

I Alpha, and Dead or Alive. I am looking to 

V. 


trade^for Megaman 8, and Megaman X4 
because my brother lost my copies (which he 
received a beating for]. Both of my games are 
in near perfect condition. Thanks. 


^ Kevin Seo 

m!ee486@aol.com 

Description: I would like to sell my V3 Racing 
Wheel for ($60] barely used, and Crash Bandicoot 
2 ($20) , Cool Borders 2 ($20), Bust A Groove 
which is barely used for ($30). I also have a Sega 
Genesis 16-bit with 32x with 3 games for ($65). I 
have more games that I might sell, I will also trade 
games. Email me if interested, 


1^ Salvador Cena 

otaku32@hotmail.com 

Description: I have TekkenB and Final Fantasy 
Tactics, and I'm willing to sell them for $15 each. 
Both games are slightly scratched, but work per¬ 
fectly and have the original jewel case and 
instruction manual. I will also trade them for neat 
stuff like other games, (preferably SNES stuff like 
Chrono Trigger and Secret of Mana or a Super 
Gameboy), and pokemon cards or pokemon stuff. 
I'll take the best offer. I also buy pokemon cards, 
so e-mail me about either the games or pokemon 
cards you want to sell, and by the way. I'd pur¬ 
chase a Super Gameboy for $15. 


Garrett Fox 

thefoxy5@uswest.net 

Description: I am willing to sell/trade any of the 
following games for Wipeout 3, Gran Turismo, or 
Dino Crisis: Die Hard Trilogy ($10), Triple Play 99 
($20), Brigadine ($20), Final Fantasy Tactics ($15), 
Tekken 3 ($15), Breath of Fire 3 ($15), and 
Armored Core ($10). All games (except FFT) are 
in exceptional/very good condition. Please e-mail 
me for your offer and/or any other idea you have. 


Terry Jordan 

1009 Georges Fairchance Road 
Fairchance, PA 15436 

Description; I have a brand new Gold Finger 
game enhancer for sale. It makes the psx capa¬ 
ble of playing backups and imports and also per¬ 
forms as a game shark for $25 or best offerfdoes- 
n't work with 9000 series). I also have a role play¬ 
ing bonanza for sale: Suikoden, Wild Arms, 
Beyond the Beyond, Alundra, and Flesident Evil 
Director's Cut. All for $20 each or best offer. 


► Victor Aguirre 

404 N. Willomet Ave. 

Dallas, TX 75208 

Description: I'm am selling a modified (chipped) 
Playstation, one gray Dual Shock controller, two 
regular controllers (one gray, one black), blue 
Game Shark, clear blue 360 slot memory card, 
Ehrgeiz (import), Gran Turismo, Resident Evil 2, 
Xenogears, Guilty Gear, Tomb Raider, MedlEvilsNl 
strategy guide, Diablo, and two demos for $300 
or best offer (none of that $20 crap). Please con¬ 
tact me if interested. 


^ Richard Motta 

rid 5_2k@yahoo.com 

Description: I am selling a 3 month old Sony 
Playstation with (1)Dual shock analog con¬ 
trol ler,(1)sony 15 Block Memory card, NFL 
Gameday 2000 (only played once), NCAA 
Gamebreaker 2000 and WWF Attitude for 


$95.00.1 am selling all this to get money to buy 
toys for kids in need for the holidays. 


► Geoff Sweet 

playstationer2@juno.com 

Description: I am looking for Dragon Ball GT: 

Final Bout. I am willing to pay $20. 


Jonathan Richards 

110 s. King St 
Denver, CO 80219 

Description: I will sell or trade for the following ; 
Sim City 2000 For playstation ($40), Crash 
Bandicoot 2 ($25), Road Rash 3D ($35), Mortal 
Kombat Trilogy ($15), Metal Gear Solid ($35), 2 
Demo's ($6) each I also have some pokemon 
cards E-mail me for a list.The games I'm looking 
for include Jet Moto 3, Metal Gear Solid VR 
Mission and Tomorrow Never Dies. 


Pierre Galicia 

tri2zac99@email.com 

Description: I am willing to trade Mortal Kombat 
Trilogy w/ manual for Marvel Super Heroes, 
Street Fighter vs. X-men, or Marvel Super Heroes 
vs. Street Fighter, (w/ manual if have) If no trades, 
then i'm willing to sell if all for $30. 


^ ErikSvendsen 

FreakGuy2000@aol.com 

Description: I'm selling the following PSX 
games. They are in FULL working order. WWF 
Warzone ($15); Grand Theft Auto ($15); Bio 
Freaks ($10); Army Men 3D ($15); 3Xtreme 
($15); Legacy of Kain: Soul Reaver ($25). 


Steve Gallo 

Stetony@aol.com 

Description: I'd like to sell (or trade) the following 
games: "Legend of Legaia"w\tU official Strategy 
Guide, "Nascar 98", "Suikoden" (first one), 
"WWF Warzone" and "WCW vs the World" 
with official secrets of the game book. All games 
and books are in mint condition. I am looking for 
a PSX Game Shark, "Army Men 3-D". Kartia" 
and "Breath of Fire 2" for SNES. Write or Email 
me for details 


Justin Moell 

810 Park Dr. 

Wapakoneta, OH 45895 

Description: I have for sale/trade \/igilante 8, Die 
Hard Trilogy. Fade to Black, and a colored (a dark 
purple)15 block memory card. I'm looking for 
Intelligent Qube, Destruction Derby 2, NFS: High 
Stakes, Twisted Metal 2, WildAj'ms, Tomb Raider 
1/2, Dino Crisis, and a 360 block memory card. 
My games are all in mint conditions- yours have 
to be, also. Write me and make an offer. 


Daniel Henry 

henrY@penn,com 

Description: I will buy or trade for Final Fantasy 
3, Final Fantasy 2, Breath of Fire, Breath of Fire 2, 
Phantasy Star 4, Phantasy Star 3, the guide book 
to Chrono Trigger, Ogre Battle, Tactics Ogre, Final 
Fantasy Tactics, and Lufia and the Fortress of 
Doom. 1 will also buy Final Fantasy Adventure, 
Final Fantasy Legend 1,2,and 3. I am selling or 
trading Suikoden. Metal Gear Solid, Star Ocean 2, 
and Xenogears. 


^ Darrin Mcdaniel 

Dmac32487@aol.com 

Description: I'm selling Monster Rancher ($25) 
and NBA Shootout 97 {$10-15). I also have a 180 
block memory card to sell for $20-30 and I have 
two wireless controllers for $30.1 will also accept 
offers of trade, just e-mail me and see what we 
can do. 


1^ Tim Gebhart 

thesuckyone@hotmail.com 
tim_gebhart@yahoo.com 
Description: I have a PlayStation with 2 original 
controllers and twol5 block memory cards for 
sale [all in mint). I also have 23 games that need 
to go (most in mint). Some old titles and some 
newer ones such as Blitz 20001 1 will sell pieces 
separately but please make me your offer and 
lets make a deal. Great for people without a sys¬ 
tem or a brother for Christmas. 


J.AJanousek 

kippy@wildapache.net 

Description: I would like to self/trade the follow¬ 
ing PlayStation games: Croc: Legend of the 
Gobbos w/o instruction book, Fighting Force, Gex 
Enter the Gecko, Road Rash 3D, Twisted Metal 
2 and Star Wars Masters of Teras Kasi. Want to 
buy/trade for the following PlayStation games: 
Alundra, Monster Rancher, Odd World, Driver, 
Nascar 2000, Spyro the dragon and Tomb Raider 
3. E-mail me if you are interested in buying/trad¬ 
ing anything that 1 have or if you have something 
that I want. 


^ Josh Lee 

akjosh@hotmail.com 

Description: I am looking for any Working 
Designs games. I am selling Crash Bandicoot for 
$10, Crash Bandicoot 2 for $15, Heart of 
Darkness for $25, Tobal #1 for $10, Gex: Enter the 
Gecko $10, Suikoden for $20, and Mysf for $15. 

I also have FF Tactics, will trade for any Working 
Designs game. I will trade the other games for 
RPG's. Otherwise, cash only please. 


B^ Steven Dotson 

Chops Ma n@webtv. n et 

Description: I have the following games for sale 
or trade: Test Drive 5 ($25) Soul Blade ($15) 
MLB98 ($15) Die Hard Trilogy ($15) Activision 
Classics ($15) NFS ($20) Nascar 98 ($15) Mr 
Domino ($10) Wipeout & WoXL ($15) Jet Moto 
1&2 ($15) Formula 1 ($15) Hardball 5 ($10) A-Train 
($10) All games are in mint condition with 
case/instruc. I would also like to trade for 
games 1 don't have. Please email me and lets get 
on a trade. 


^ Robert Dickefson Jr. 

Mydnight2000@aol.com 

Description: I would like to sell Driver and Ridge 
Racer Type 4 (w/ included bonus disk) for $25 
each. Both have only been played 2 or 3 times. I 
also have 0PM Demo Disks from #7-10, 12-24, 
26 and few other of the sampler demo disks from 
Sony and Namco ($3 a disk). I am looking for 
Dragonball GT (U.S. Version), RE3:Nemesis 
Demo, and a PS Gameshark Pro. Please contact 
me at e-mail address. 


^ Erik Henricksen 

sephir7923@aol.com 

Description: I am looking for a copy of Final 
Fantasy 7 for a reasonable price ($15-S30 or best 
offer). I am also looking for any and all Final 
Fantasy 7 action figures with ALL accessories or 
any FF7 merchandise. Last, but not least, any 
ENGLISH versions of Dragon Ball games. 


Ilya Mokhov 

5500 Parkford Cir. 

Granite Bay, CA 95746 

Description: I have many games I am planning to 
get rid of including Xenogears ($15), Metal Gear 
Solid ( $15), Parasite Eve ($10), Beyond the 
Beyond ($5), Parrappa the Rapper ($7), Final 
Fantasy 7{S15), and Final Fantasy 8 ($25). They all 
come with original cases and instruction booklets. 



If you'd like to place your own, totally free : 
ad in PSM, just jot .down your nanne, 
and/or e-nriail; tell us whether 
syjou're looking to trade/ sell, or both;: and 
giye us a brief idesdfiption of what'you're 
offering or want, lie sure to iriciude your 
city and state. Sind all of that info to: 

PSM Marketpiace 
c/o Imagine Media 
150 North Hill Drive 
Brisbane, California 94005 

You can also send e-mail to; 
psm@imaginemedia.com. (Be sure /to ■ 

put"marketplace," jrvthe subject heading;)/ 
8TW, we cant vouch for the credibilityidf ;;; 
any of the people who place ads here,; so ;; 
swap at your own risk! 
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^ FOR FUTURE i 
RBFBRBNCB, IF YOU 
SEE BILL IN THE OYM 
SHOWER AOAtN, 1 
PONT WANT TO HEAR 
ABOUT IT, 


itrj^ 




^ 0/W/ X 

^ BY faUJNG ME, > 
YOUVE ONLY SERVEP 
TO MAKE ME 
L SrRONG^RRR... A 


Teu ' 
cHBwmHe 
GersTHB 

. FALCON! 


^ YOU i 

OUYS ARE AAORE 
IN RBAl^ 
Uf^! THIS is SO 
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Before we go, here are 






' r - ••’ ; 


the PSM staff, doing 
what they do best — 
goofing off. There 
seems to be a Sci-Fi 
theme this issue, plus 
Bill promises to get 
revenge next month! 


BRINS 
THEA9/NCW8 
BEK5RE m. I 
HAVE WAYS OF 
MAKING HER 
TALK. 


WS^’-’-i' 


RUSTY 


^ We've rewritten this 
caption a million times, but 
the censors just won't let 
any of 'em through! 


A Kids, it's all fun and games unKI 
somebody gets hurt. It's tragic 
accidents like this that send 
kids to the Dark Side earfy. 
Let's just hope that Max can 
keep his kid. Jack, out out of 
the Emperor's hands. 


y 'V 

POeSN’TNBBP 
MBANYMORB... I 
* !YN(M NOW WHY 
Z* HUMANS CRY,.. / 


~4 Eug meets his life¬ 
long heroes Big Guy 
and Rusty the Boy 
Robot. He's idolized 
them since he was a 
kid, which is quite a 
f^ when you consider 
the duo has only been 
around since 1995. 


4 The Head Honchos 
here at Imagine Media 
treat the PSM gang to 
lunch in a ritiy restau¬ 
rant. The steak was 
excellent, even with that 
giant pear watching omi¬ 
nously from overhead. 


4 Meet the newest 
member of the JIA 
— Eugl "Villains 
are a cowardly, 
superstitious lot", 
said the PSM Art 
Director with his 
hands on his hips. 
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Non-interrupted gameplay for more 
intense action and debilitating power. 
Comes in handy for the three ruthless 
MERCENARIES whose destinies you control 


Breakthrough suspense/action adventure 
game. Beyond your realm of fear. Beyond 


Motion FX Technology, Pre-rendered 
fully animated backgrounds 
creating a frighteningly real world. 


any 3rd person ga)ne created 
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